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Want to feel what it's like to be Bonds? Pick up MLB™ 2003 — the only baseball game for 
PlayStation® Step into the batter’s box. Dig in your cleats. Knock a dinger into the bay, 
and make the boats scramble for the prize. Then repeat this whole process 72 more times. 
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PlayStation 
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Four-seamer. 
Two-seamer. 
They all look the same floating in the bay. 
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‘Tre makers А Beldenkye return to bring you the most exciting new shooter this side ot Helo,” 


Game Now 
* Nua best-looking first-person shooter currently in development for the 252" 
Gamespot.com 


“a true heir to GoldenEye...so polished it shines.” 
XBOX Nation 


"A brilliant game" 
Nintendo Power 


"TimeSplitters 2 is going to be awesome" 
IGN.com 


Looks like one of the best FPS yet. We cant wait“ 
PSM 








THE MOST ACCLAIMED GAME OF 2002 


SEPTEMBER 


GET YOUR FREE DEMO AT 
WWNW.TIMESPLITTERSGAME.COM 


тагаш | 
| RADICAL еро: 





<< TO THOSE OF YOU 
JUST COMING ON BOARD, 


WE CAN'T WAIT TO SHOW 
YOU WHAT WE CAN DO >> 


WELCOME TO THE WORLD'S BEST PLAYSTATION 2 MAGAZINE » SEPTEMBER 2002 









Е ОТТОК 5 LETTER 


Has it really been 
five years already? 


hen we launched PSM back in 
1997, we really put our heart 
and soul into it. We wanted it 
to be so good, because we're 
gamers, and well, we wanted 


great stories to go with every one of them. 
We've had tremendous success, but most 
importantly, we've had a hell of a lot of fun. 
To those of you who have supported us 
from the beginning, a very heartfelt thanks. 





so Си 
many wonderful 
memories... 


CHRIS SLATE editor-in-chief 






to impress all of you other gamers out there. To those of you just coming on board, we Best PSM memory? 
н 1 У 4 When our first Managing Editor, 
We were determined to do something cool can’t wait to show you what we can do. LIKES: Games that make you Charles Frohman, left, 1 was 
that we could be proud of. Working here, with my friends, is the best job bees a hoops, J-Pop, _(teartbroken. But then Bill 
А ес, HESS , 1005, 4-POP, ропоһие joined up, and it's 
Now, five years later, | look back at the 62 in the world, and I honestly can't wait to get movies, anime, DVDs, drawing been all springtime and flowers. 
covers pasted up on our office wall and | have started on our next five years. CHRIS SLATE j 
STEPHEN FROST RANDY NELSON ERIC BRATCHER 
SENIOR EDITOR REVIEWS EDITOR ASSOCIATE EDITOR 
DISLIKES: High house prices’ LIKES: Eternal Darkness LIKES: Hair bands 
HOBBIES: Home Depot HOBBIES: Scaring himself HOBBIES: Posing 
Best PSM Memory? | Best PSM Memory? Best PSM Memory? 
ВЕ That would have to be the | | Gosh, that would have to Playing in the Imagine band 
Ji time Bill Donohue joined be the first time | met Bill with Bill Donohue. What a 




















the staff. It's been a true [| Donohue. He really is an | talented musician and 
joy working with him. MES amazing human being! ! overall great guy he is! 
BILL DONOHUE DAN FITZPATRICK GARY LIEW 
MANAGING EDITOR ART DIRECTOR ASSOCIATE ART DIRECTOR 
LIKES: polish-pope.com LIKES: Working at home LIKES: Remembering stuff 
HOBBIES: Selling CDs! HOBBIES: Sleeping late HOBBIES: Amnesia 
i der what a ck Best PSM Memory? Best PSM Memory? Best PSM Memory? 
€ edu d Pore епо Once we were on deadline | The time that Bill locked ай 1 am liking the time before 
ова Journatis (e: and all the editors were | of the editors in the PSM the Zoomo. That was the 
„Ам, c'mon folks, just work with gone, so I got to write this games vault until they time of Bingaloo and it was 





us a little, here... s 
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whole section by myself... 





else you can expect to see in the next few years, 





turned their stories in. 


x 


Е happy. Damn Zoomo... 








page 48! 


ega's new Shinobi is leading the return of classic game serie one of the big 
© new themes shaping the future of PlayStation 2 gamii “the full story on what 
Г ег to 
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EVERYONE 
www. midwaysports.net 


Comic Mischeif 
Violence 


WE CALL IT SLUGFEST FOR A REASON 
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p— wae 
<< GAMING’S OLD-SCHOOL 
IS BACK TO TEACH THE NEW 
GENERATION A LESSON >> 


he original videogame bad boys are storming back with a vengeance! 
Shinobi, Contra, Rygar and more favorites have finally returned to make 
fans’ longtime wishes come true. Witness the revolution on pg. 54! 


Five years of the best (and | 
worst) of PSM and PlayStation | 
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| TIME SPLITTERS 2 Online or 
| is looking to be a true can't-miss 5 






































<< FOR THESE TEN WORST 
| GAMES, THE KID 
Ес GLOVES ARE OFF >> з 
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ЖИНЕЛ ЕЕЕ GAME OF THE MONTH 


The Future of PlayStation 2 


The trends that will forever change the way you play: 


> Feature Іпіго 2з р Classics Reborn pg а. 
Find out what's going © be hot Everything old is new again 
> Mature Games peso > Go Online pz. 62 
PS2 goes further than ever gar How online will win you over 
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Your inside look at this month's Your first look at the hottest 





hot topics, gear and games new PlayStation 2 games 
ALTER ECHO 86 
CLINCKEN THE ATV 2 74 
UE rd F S BURNOUT 2: POI. 72 
IRL l2 HITMAN 2: ASSASSIN v 84 
m list the ie biggest events = —— i 


in PlayStation history! ү" = © | 


СОР UNNI 14 
Find out what games are 





á 2K3 n many ways, a А МАТ HOFFMAN 2g Look ma, 









coming out next and a whole 
bunch of other cool stuff. | те б better game than Madde no fends. AHHHHHRRRGGH! 
—— | JET X20 74 JE 

SCVICWO . LEGENDS/WRESTLING 2 80 

The world's most accurate, LORD OF THE RINGS 87 

in-depth game reviews SHOX 87 

THE SIMS 90 

YI SLY COOPER 76 

i TIMESPLITTERS 2 78 


Е ТИВОК: EVOLUTION 88 


Madden id us f aE clenched WWE SMACKDOWN! 4 75 
in his large, viselike paws a ONIMUSHA 2 Kill the hellout CAPCOM V5. SNK: PRO Go 





BARBARIAN ET si" U er of some crazy-ass demons. and get your "Hadoken" on. 

CAPCOM VS. SNK: PRO 3l Tips, guides and cheats that 

F1 2002 EI will make you a winner 

КГ MORE aes 2 ds ONIMUSHA 2 92 М is the magazine for the gaming elite—the hardcore gamers that support and drive 
AN HEADHUNTER 94 this industry. This is not a “mass-market” magazine. We don't focus on “fun for the whole 

EE TRO EE G | FIREBLADE 94 family’ or waste space interviewing movie stars that have nothing to do with games. 

NCAA FOOTBALL 2003 26 BARBARIAN 95 That's just not what we're into. - 

NFL 2K3 22 WIPEOUT FUSION 95 is also proudly independent. We have no official corporate sponsor, so you can trust 

NFL BLITZ 20-03 26 MIKE TYSON BOXING 96 that our reviews and opinions will always be 100% our own. Our readers always come 

ONIMUSHA 2 27 MLB SLUGFEST 20-03 96 first, and we would never, ever betray your trust. This is our promise to you, the hardcore 

SEGA SPORTS TENNIS ET CODES 94 PlayStation 2 gamer, who deserves nothing less. Now let's get this issue going! 


psmonline.com / #62 SEPTEMBER 2002 / Р5М:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 9 





кише се: арн 


WHAT’S HOCKEY WITHOUT HITZ? RATING PENDING 


Coming Summer 2002 PlayStation.c RP Magic id 


for more info. 


ENTANA [рр 


NHL® Hitz" 20-03 © 2002 Midway Home Entertainment Inc. HITZ is a trademark of Midway Home Entertainment Inc. MIDWAY and the Midway logos are trademarks or registered trademarks of Midway Amusement Games, LLC. Used by permission. NHL and the NHL Shield are registered trademarks of the National Hockey League. All NHL 
logos and marks and team logos and marks depicted herein are the property of the NHL and the respective teams and may not he reproduced without the prior written consent of NHL Enterprises, 2002 NHL. All rights reserved. © NHLPA; Officially Licensed Product of the National Hockey League Players’ Association. National Hockey 
League Players’ Association, NHLPA and NHLPA Logo are trademarks of the NHLPA and are used, under license, by Midway Home Entertainment Inc. Microsoft, Xbox, and the Xbox logos are either registered trademarks or trademarks of Microsoft Corporation in the U.S. and/or other countries and are used under license from Microsoft. ТМ, ®, 
Game Boy Advance and the Nintendo GameCube logo are trademarks of Nintendo. "PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. 











NENT € NDO 
GAMECUBE. 














www.midwaysports.net 
WHAT’S FOOTBALL WITHOUT THE BLITZ? 


PlayStation.2 Coming Summer 2002 


EVERYONE 
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YOUR INSIDE LOOK AT THIS MONTH’S НОТ TOPICS, GEAR AND GAMES > SEPTEMBER 2002 





SPECIAL REPORT 


Stories that 





very month for the last half-decade, we’ve 
had our fingers on the pulse of all things 
PlayStation. We’ve covered countless stories 
here in the Monitor section, but there are a 
few that have truly rooted themselves in videogame 
history—for better or worse. In honor of our five-year 
anniversary, we've thrown open the doors to our 
archives for a look back at the most important news 
moments of the post-PlayStation gaming world, as 
selected by the PSM team. Ready to get nostalgic? 













# Bm e The е Overheating 
Debacle 


Of all the stories we've covered over the years, this is 
the one we still get the most letters about. In fact, the 
letters started rolling i in from day one of the mag, 
ining that their original grey 
were skipping, crashing, 
orking after being on for a 
e. The official response? 
There was no problem, 
despite a mountain of 
evidence to the contrary: 
PlayStations—even our 
own—turned on their 
sides or upside down, 
the common "fix" for 
skipping FMV playback. 


WHAT DO соле £ 


YOU THINK? “™ 


We asked visitors to our 
website at www.psmonline. 
com what they thought was 


Sega goes 


multi-platform | 


the biggest story of the past (16%) | 
five years. The unveiling of 

PS2 took the cake, but Resident Evil 
Square going Sony-exclusive Series goes to 
wasn't far behind. GameCube (21%) 
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3HOLKEL 
theWorld 


Five years later, Sony still hasn't officially confirmed 
(or denied, really) that the original PS had an over- 
heating problem, but that image of a PS standing 
vertically will remain a sad—yet somewhat 
humorous—icon of the 32-bit generation. 





i M Mu a Bistiorm 


Unlike the next news | page 
story, this опе EEE 
actually made 
sense—we just never 
thought it would 
really happen. After 
years of losing money 
on ill-fated console 
hardware, Sega 
finally made the 
decision to focus 
strictly on game 
development—for 
multiple platforms—in the spring of 2001. The idea 
that one of gaming's most revered game makers 
would bring its talents to PS2 was mind-boggling 
at the time, and things got even crazier when Sega 
announced Virtua Fighter 4 (its flagship fighting 
title) for the system. Granted, PS2 hasn't seen the 
lion's share of Sega's releases (at least in the U.S.), 
but the potential is still huge, and, even now, this 
earth-shaking announcement is still making waves. 





Sony Unveils 
‚ PlayStation 2 
(30%) 


| Square Going 
Sony Exclusive 
(2796) 





















< People didn't quite 
know what to make of 
the PS2's design at 
first, but the system's 
introduction rocked 
the gaming world 
nonetheless. 








<< SEEING PS2 FOR THE FIRST 
TIME WAS ONE OF THE BIGGEST 
THRILLS IN GAMING HISTORY >> 


эй 






























































Out of nowhere, Capcom 
announced that the Resident © 
Evil series would now be 
exclusive to Nintendo’s 
GameCube—when it was 
already a proven multi- 
million-seller on PlayStation. 


d 





series as one that would continue to be a key to the 
system's success in the years to come. 


Sony Unveils 
it | x PlayS y tation 2 


Out of all the news yste to 
grace these pages, nothing 
can match Sony’s first public 
showing of the PlayStation 2. 
After years of anticipation, 
seeing the system’s design 
and launch games for 
Z the first time was one 
of the biggest thrills 


# Resident Evil 
3:5 Jumps Shi 


We're still scratching our pe: over this one: out of 
nowhere, Capcom announces that the Resident Evil series 
will now be exclusive to Nintendo's GameCube—when it 
was already a proven multi-million-seller on PlayStation. 
We're not sure of the exact specifics of the deal, but they 
must have been VERY good. In any event, this was one 
announcement we never saw 

coming, which will certainly 

have repercussions for some 

time to come—what with 

Resident Evil 4 being the first 

"main" installment in the series NOT 

to debut on a PlayStation system first. 


r Final 
e: Fantasy Is 
PlayStation Exclusive 


We sak saw the fruit of this major 
announcement just as the first issue of PSM was 
going to press. Square had just released the first 
Final Fantasy title for a non-Nintendo system: 
Final Fantasy VII. Bigger than the game's 
release, however, was the fact that Square, one 
of the biggest forces behind the Super Nintendo 
console, was leaving the Big N behind for Sony. 
The decision was officially a creative one—there 
was simply more room to work with on a CD- 
ROM versus N64's cartridges—but behind the 
scenes, financial forces were at work. RPG fans 
didn't care: they followed the series in droves, 
bolstering PlayStation's fledgling user-base 
tremendously and cementing the FF 


in gaming history. It was the culmination 
' of a chain of events that began a year 
earlier, when the Emotion Engine and 
Graphics Synthesizer were revealed to the 
public. The game lineup was solid (for 
Japan, at least) and the look of the 
console had gamers debating over 
whether they liked it or not for months 
to come. Plus, the timing was just right: 
it effectively killed most of the hype 
Sega's Dreamcast had managed to 
build up, and set the tone for Sony's 
dominance of this generation. 


gue e 
э 3 i Бака хля, 
Ыы i [f 


[E 


>> NEW GRAN TURISMO 
IN THE WORKS 


Don’t get too excited yet—similar to 
the "Amlux" version produced for 
Toyota, this latest "special edition" of 
Sony's seminal racing title will only 
have one car and one track. How does 
Polyphony Digital find time to make 
these things? Officially titled Gran 
Turismo Concept Sopen Special Edition, 
the disc will feature the Daihatsu 
Copen sports coupe and will be given 
to prospective car buyers so they can 
test the car out—virtually—at high 
speed. The disc will only be available 
in Japan during June and July. 


++ PIAYSTATION е GETS 
FAST AND FURIOUS 


Universal Interactive has begun devel- 
opment of a new Р52 racer based оп 
the Vin Diesel flick The Fast and The 
Furious. Due for release in 2003, the 
game will feature mission-based 
gameplay and licensed cars, though 
whether Vin Diesel and crew will 
appear in the game remains 
undecided. It hasn’t been revealed 
what (if any) connection the story will 
have to the film’s sequel, which is due 
to hit theaters next year. 


>> MIDNIGHT CLUB 2 
GOES TWO-WHEELING 


It’s not a lot to go on, but PSM has 
confirmed that Rockstar’s upcoming 
street racer sequel will allow players 
to compete on super-fast racing. 
motorcycles in addition to souped-up 
performance cars. Initial info also - 
points to a greater degree of environ- 
mental interaction, with unpre- 
dictable obstacles such as cars 
backing out of driveways and con- 
struction debris. 


>> SONY SAYS NO TO 
TOKYO GAME SHOW 


For the first time since its inception, 
Sony Computer Entertainment will 
not be exhibiting at Japan's largest 
gaming event. Instead, Sony CEI will 
showcase upcoming first-party PS2 
titles at its own event—PlayStation 
Festival—which is scheduled for later 
in the fall. Tokyo Game Show has seen 
a steady decline in attendance over 
recent years. 


` >> ROBOTECH SPECIAL 


EDITION PLANNED 

TDK Mediactive is joining Working 
Designs as one of the few companies 
to release special edition game 
bundles in the United States. Its 
upcoming release of Robotech: 
Battlecry will be available as a stand- 
alone game or a collector’s pack, 
including a T-Shirt, soundtrack CD, art 
cards, lenticular motion card, and dog 
tags. The set will retail for $79.99, 
while the game alone will carry a 
pricetag of $49.99. 
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This is your one-stop spot to get a handle on the best stuff headed our way. 


Please keep in mind that release dates are always subject to change. 








Seplembers 
New Releases 





TITLE 


Armored Core 3 

Bass Fishing Duel 

Blade 2 

Dino Stalker 

Dynasty Tactics 

Egg Mania: Egestreme Madness 
E.T. Return to the Green Planet 
Ferarri F355 Challenge 
Grandia Xtreme 

Hitman 2: Silent Assassin 
James Cameron’s Dark Angel 
Jojo’s Bizarre Adventure 

Kelly Slater's Pro Surfer 

Kengo 2 

Match Point Tennis 


Mortal Kombat: Deadly Alliance ——. 


GENRE 


Action 
Sports 
Action 
Action 


Strategy 


Misc. 
Action 
Racing 
RPG 
Action 
Action 
Fighting 
Sports 


Fighting 


Sports 


Fighting 


PUBLISHER 


Agetec 
Sega 
Activision 
Capcom 
Koei 
Kemco 
NewKidCo 
Sega 

Enix 

Eidos 
Vivendi Universal 
Capcom 
Activision 
Crave 
Xicat 
Midway 


4 МК: Deadly Alliance—The 
grandpappy of videogame 
violence returns this month. 


| 
! 
L 


NASCAR Thunder 2003 

Need For Speed: Hot Pursuit 2 
NHL 2003 

NHL Hitz 20-03 

Ninja Assault 

Onimusha 2: Samurai’s Destiny 
Pac-Man Fever 

Pride Fighting Championship 
Prisoner of War 

Robocop 

Robotech: Battlecry 

Sega Soccer Slam 

Simpsons Skateboarding 


Racing 
Racing 
Sports 
Sports 
Action 
Action 
Action 
Fighting 
Action 
Action 
Action 
Sports 
Sports 


Sly Cooper and the Thievius Raccoonus Action 


> Sly Cooper could be 
more fun than a barrel of | 
топ— ег, raccoons! 


Summoner 2 

Superman: Shadow of Apokolips 
Taz: Wanted 

Tekken 4 

The Terminator: Dawn of Fate 
TimeSplitters 2 

Turok: Evolution 

Wild Arms 3 


RPG 
Action 
Action 
Fighting 
Action 
Action 
Action 
ВРС 


EA Sports 
Electronic Arts 
EA Sports 
Midway 
Namco 
Capcom 
Namco 

THQ 
Codemasters 
Titus 

TDK Mediactive 
Sega 
Electronic Arts 
Sony CEA 


| 


d 

rj 
THQ 
Infogrames 
Infogrames 
ЕШ) 
Infogrames 
Eidos 
Acclaim 
Sony 





Future Outlook 


OCTOBER 


hack 

Auto Modellista 

Barbie Treasures In Time 
Black and Bruised 
BloodRayne 

Conflict: Desert Storm 
Defender 

Evolution Skateboarding 
Freaky Flyers 

Grand Theft Auto: Vice City 
Gundam Federation Vs. Zeon 
Gungrave 

Hot Wheels Velocity X 

Jackie Chan Adventures 

Jet X20 

Kingdom Hearts 

Legend of Legaia 

Legends of Wrestling 2 

LMA Manager 2003 

The Lost 

Mary Kate & Ashley: Sweet 16 
Midnight Club 2 

МВА 2K3 

NBA Ballers 

NBA Starting Five 

NHL 2K3 

Nickelodeon Party Blast 
Primal : 

Rally Fusion: Race of Champions 
Red Faction Il 

Rugrats Royal Ransom 
Scorpion King: Rise of Akkadian 
Shaun Murray’s Pro Wakeboarder 
Silent Scope 3 

Tom Clancy’s Ghost Recon 
Total Immersion Racing 
Tribes: Aerial Assault 












































Vexx 
Virtua Cop 1 & 2 

Worms Blast 

WWE Smackdown! Shut Your Mouth! 
X-Men: Next Dimension 








v Nexx may look like an ^80s 
rocker, but this brand-new 
mascot character's game is futur- 
istic all the way. 
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NOBODY’S LAUGHING ANYMORE. You don’t live in denial. You die in it. As Resistance fighter Lt. Riley Vaughan, you'll have 


e pA to rely on your cyborg eye for surveillance imaging. An energy blade for room-clearing attacks. And a rocket launcher to fire 
homing projectiles at a horde of otherworldly killers. From the makers of MediEvil? comes this frantic last stand for mankind. 


Final Resistance,, 
TEEN 


Әј 


Mild Language 


Violence 


PlayStation and the PlayStation logos are registered trademarks of Sony Computer 

Entertainment Inc. MediEvil is a registered trademark of Sony Computer 

Entertainment America Inc. C-12: Final Resistance is a trademark of Sony Computer 1 
Entertainment America Inc. ©2002 Sony Computer Entertainment Europe. А 
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RSM 5 MOST WANTED GAMES 


1. GTA: Vice City 

The anticipation level couldn’t be 
higher—what will Rockstar do next? 
What we've heard so far has got us 
wide-eyed at the possibilities, but for 
a game due out in October, there are 
still a lot of secrets to be revealed. 


















Cool Stuf 


Here’s a look at some of the hottest 
new gear that everyone’s talking about 


ZAZZLE.COM 


Available Now 


An intriguing new Internet service just went live, if 4 2. $ 
promising to lure you artist and collector types. e 1 Even from the little bit ‘we've played 
Called zazzle.com, it offers tons of high quality А so far, this has all the makings of a 
posters and t-shirts in dozens of categories, and ; . potential hit. We love the visual 
for great prices to boot. But here's the kicker: | : style, but the cool, sneaking 
You're the artistic genius creating the designs, and $ : : gameplay. and level design really has 
you're the one that can profit from their sale. i us anticipating what's next from 
Folks the world over can submit creative м, : пеш Sucker гиа 


handiwork in JPEG format, with zazzle.com enabling 
them to create galleries of an unlimited number of 
non-exclusive works for free. When a consumer 
browses and then orders one of your designs for 
their products (made on the spot and shipped within find truly one-of-a-kind products at a great price. 





3. Kingdom Hearts 
We've finally gotten our hands on a 
full English-language build of 
Square's Disney RPG, and our excite- 
















24 hours), you make a healthy 12% royalty. Further, And if you're an artist, it not only gets your ment level has really shot up—in no 
under the Associates Program, if you maintain a link handiwork out there, but it's also an effortless small part due to the extra bosses 
to zazzle.com on your own website which happens method to profit from it. While on the site, take a not in the Japanese version! 

to lead to a product's purchase, you make a 7% moment to check out the cool works of some of our à 

royalty (19% in all if that product happens to be favorites: Greg Martin, 3dpassion, Redinard, and д Shinobi r 

yours). For consumers, this is a great opportunity to Satoshi Nishizaki. 


One of our favorite action series ever 
is back, cooler than ever. The E* 
gameplay is totally old-school so fan 7 9 
but who says that’s bad? So much of © 
what's being planned sounds great— 
we just can't wait to get in there and 
kick butt н 


5. Tomb Raider: TAOD 
We got a much better look at Lara’s 
latest adventure in last month’s issue, 
and we’ve been eager to see and 
play more ever since. There are some 
great ideas at play, and we’ve only 
seen just a few. 


6. Need For Sieb HP2 
There's usually not a lot to get 
REALLY excited about with racing © 
games, but this one’s really coming 
together. The cop chase concept has $ 
been done before, but EA's really 
taking it to the next level—plus the 
“waw” factor is really high so far. 


7. Contra 

This is one classic series we've been 
dying to see again—as long as it's 
done right. So far, the prognosis is 
good: the feel is there, and the 

< visuals are up-to-date. We can’t 
wait to play more. 


РР unworld" TRSTS E3 SALES CHARTS | DENT : 


rays 2 PLAY TATION OVERALL TOP 10 Weaponry and at deci | 
the game looks absolutely stunning, : 

1. SPIDER-MAN: THE MOVIE (PS2) either, even at this super-early stage 

[ 3 in its Semmes 


Hol In September 


TOP 10 DVDs ТОР 5 ЧОЕ (Theater) 
aia | OUR TOP PICK: OUR TOP PICK: 


Blade il SPIRITED AWAY 

09/03/02 К 09/20/02 

Marvel's bad-ass vampire The latest anime feature film 
hunter returns, better and from Studio Ghibli (Princess 
bloodier than ever. Wesley Mononoke) is seeing limited 
Snipes is in top form in this release, but is definitely worth 
wicked CG-heavy action flick tracking down for its excellent 
packed with awesome fights. story and animation! 













































2. Ecks Vs. Sever 09/27/02 
Starring Antonio Banderas and Lucy Liu as FBI and NSA agents out 
to terminate each other. 

3. The 515 State 09/06/02 
Starring Samuel L. Jackson, this Liverpool-based action-comedy 
details a big drug deal gone awry. 

4. Old School 09/27/02 
Three gents (Luke Wilson, Will Ferrell and Vince Vaughn) try to 
recapture the glory of their college days. 

5. Planet of the Pitts 09/06/02 

A dark comedy whose premise is that Brad Pitt downs a soda filled 
with pesticide, is hallucinating in the desert, and is joined by weirdos. 


























7. Friends: The Complete Second Season 09/03/02 


















8. Lord Of The Rings 
The buzz is beginning to build for the 
next LOTR movie, and the game has 
us buzzing as well. Movie games have 
also had a stigma about them, but 

| - * pe д | | this may be the one to buck that and 
а eens yer E T We e ee ig 9^ be an epic in its own right. 
2. Grand Theft Auto 3 2. Spider-Man 2. Dragonball Z: Goku (e379) " 

3. Medal of Honor Frontline 3. Gran Turismo 2 3. Grand Theft Auto 3 (PS2) | : Of The 

4. Gran Turismo 3 A-Spec 4. The Italian Job 4. MOH Frontline (PS2) e vl 

5. ATV Off-Road Fury 5. Spongebob Supersponge 5. Gran Turismo 3 A-Spec (PS2) v E 

6. Midnight Club: Street Racing 6. Spider-Man 2: Enter Electro 6. Resident Evil (GCN) E ма mer бше 

7. Twisted Metal Black 7. Driver 2 7. Spider-Man: The Movie (Xbox) both, and, so far, developer Incog 

8. Headhunter 8. Grand Theft Auto 2 8. Halo: Combat Evolved (Xbox) Inc. (Twisted Metal Black) seems to 

9. Star Wars Jedi Starfighter 9. Digimon Rumble Arena 9. Spider-Man: The Movie (GCN) B һе getting the look and feel just 

10. Max Payne 10. Motocross Mania aCe aC right, There's no other game like it. 
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| Master Fuzzy Hall’s real backyard course and . 21 riders to choose from, including 7 top pros 
tracks to the Gravity Games big time in 5 game -check out pro.rider behind-the-scenes DVD like Dennis McCoy, Fuzzy Hall and Jamie 
modes through 10 massive worlds so detailed ^ content withharsh wipeouts, awesome Bestwick, along with a bevy of fantasy street 
and realistic you can smell the asphalt. moves and in-depth interviews. :- characters. 


= p onde ^i Blood 
Mild Lyrics 


Mild Violence 











Sneak preview at www.gravitygamesbike.midway.com 
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INTERACTIVE 





BLOOD and GORE 
VIOLENCE 

















Ae 


You've "€ Seen'a game like ‘this before. Now, your survival: 


depends on leaderstiip, firepower, and your ability to control fear. 
А понес alien virus ил: атра, but do you know who's infected 
and who ‘isn't? You'll need the trust of your squad to survive. 
Т you cart control their fear, they might Kill each other, 
take hein own lives, or decide to ‘take d Be aware. sta y calm. 
Don't let parandia К you. www.thethinggal 











The Thing and related characters are TM and (с) of Universal Studios. Licensed by Universal Studios Licensing, Inc.- Published and distributed by Universal Interactive, Inc. and Konami Corporation Al rights reserved "PlayStation" 
and the "PS" Family logo are registered trademarks of Sony Computer Entertainmentine. Microsoft, Xbox, and the Xbox logo are either registered trademarks or trademarks of Microsoft Corporation in the U.S, and/or other countries. 
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CONTENTS 


ЕЙ Barbarian 
ES Capcom Vs. SNK: Pro 
EB FI 2002 
Е) Madden NFL 2003 
Е) Mat Hoffman BMX 2 
EIF Men In Black II 

ED ime eabar C 














ЕЗ МСАА Football 2003 
EB NFL 2x3 
B NFL Blitz 2893 
D Onimusha B 

- E Sega Sports Tennis 











A The graphics look a lot like last year’s game, but the 
many new animations create smoother overall motion. 


MADD 









EA goes long 
and retains the 
gridiron crown 


‚шн 


CLASSIC 


A rare gem; Our highest 
recommendation 


а POEN 


One of the better games this year 


[8 уєвү соор 


You can’t go wrong 


coop 


A solid game 

















Kind of fun, but no big deal 


5 


You've got to love the subject matter 








e’re about to say some- 












га LACKING 


IN 
Big flaws really hurt this game 


[3 вар 


Not fun at all 


ЕЗ PN gue 


This game is an insult 


ES wry? 


Why would anyone do this to us? 


е take our reviews very seri- 

W:s We spend hours upon 

hours play-testing each title 

to give you the best information to help 
you buy. 

Games that score an 8, 9 or 10 earn a 
Bronze, Silver or Gold PSM Must-Buy 
Award. We don't hand them out easily, 
so if you see one on a review, a game 
box or advertising, be sure to check that 
game out. . 


So we suggest you sit 
down. Are you sitting 
down yet? Here it goes: 
Madden 2003 is not only the deepest 
football game ever made, but it may also 
be the deepest PS2 game ever made. 
Yep, you heard that right—If уои add up 
all the hours of quality gameplay you can 
get out of Madden 2003, it would blow 


HOW IT STACKS UP 





Madden NFL 2003 
NFL 2K3 
NCAA Foolball 2003 


thing that will shock you. 





away even the likes of Grand Theft Auto 3 
and Final Fantasy X. Here's how: 

Just playing the exhibition games 
should keep you busy for days when you 
start. Thanks to Madden's tight game- 
play, refined control, and challenging Al, 
you won't realize how much time you've 
invested just playing the most basic 
mode in the game. Time will slip by even 
faster once you discover gameplay 
improvements, like faster play speed, 
better animations, on-field assignment 
diagrams for both offense and defense, 


less of last year's overdone momentum, 
and overall tighter play. 

After that, you'll want to take your 
skills to the franchise more. Here you'll 
discover the deepest, most intuitive, and 
best franchise mode in an NFL game 
(NCAA 2003's dynasty feature is better). 
After you've signed players, drafted 
rookies, and worked through the off 
season, you'll be amazed at how many 
days you lose playing through another 
season just to do it all again. 

So, are you done yet? Not even 


OUTSTANDING 


PSM 


This is the deepest football game ever made, bar 
none. While it’s not quite as good looking or control- 
ling as Sega's NFL 2K3, its bevy of game modes and 
extras make it the best overall gridiron game for P52. 


Finally, when looking up past scores, 
keep іп mind that older'games usually 
wouldn't fare as well if they were 
reviewed today. 


NFL Blitz 20-03 
NFL Gameday 2002 


wr o uU Ww 


FINAL SCORE 
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è e % A 

Mini-Camp: 
: ien 

Total Addiction 
By the time you master all of the 
game's inventive challenges, you'll 
be a much better player—and have 
had a great time. Whether you're 


precision throwing through hoops 
ог batting down passes, it’s all fun! 


close. You'll want to try Madden’s 
Football 101 training mode—the 
customizable situation mode—and 
then play the two minute drill, if 
only to pick up easy Madden Cards 
with a strong offensive team, like 
the Rams, against a weak WFL 
team, like the Galaxy. 

Soon you'll want to hone your 
skills in the super-addictive Mini- 
Camp Mode. In this clever addition, 
the game pushes you through 
tougher and tougher tests for each 
skill position. Whether you're fol- 
lowing mechanical blockers with 
your running back, dodging tennis 
balls while throwing to targets or 
batting down passes from a 
throwing machine, you'll 
have more addictive 
hours of fun ahead of 
you than you ever 
thought possible. 

Now that you're 
sure of yourself (and 
you've created a 
few of your own 
plays with the 
new play editor), 
you'll need to try your skills online. 
We tested the online mode with the 
Network Adapter, and aside from a 
few tiny control lag issues during 
field goals and kickoffs, it was as 
good as playing someone in the 


same room. We also love the promise 


of roster upgrades. 


Now Madden isn't perfect—in fact, there's 
plenty of room for improvement. The audio is 
much improved with the addition of AI Michaels, 
but it still isn't nearly as good as NFL 2K3's play 
calling. The graphics, while sharp, are no longer 





<< YOU'LL HAVE MORE HOURS OF 
ADDICTIVE FUN AHEAD OF YOU THAN 
YOU EVER THOUGHT POSSIBLE >> 





better than NFL 2K3’s (in fact, the 
players look flat-out silly with their 
helmets off), and the presentation 
could be much better and more like 
TV. Finally, the team seriously needs 
to rethink control schemes that 
change when you switch from 
offense to defense. Longtime 
Madden fans will be comfortable, but 
new players always have trouble with 
the ungainly, nonintuitive design. 
Despite these areas that could be 
improved, the sheer depth of features 
and refinement of gameplay are 
enough to keep Madden as the 
top dog on PS2 for another 
season. DAN EGGER 


A Tiburon has worked to make the players 
more realistically proportioned, and move 
more like real life. 





- d W 


А The Al is rock-solid this season—put it to 
the test using your own user-created plays! 


à Player faces, while not as accurate as NFL 
2К3'$, are still a leap over previous versions. 














rated both Madden and NFL 2K3 with a nine out of 10. So, which game is 
better? We agonized over the choice for days, and when all the votes were 
in, we picked Madden NFL 2003 by the narrowest of margins. 

Although we almost all agreed that the base game in NFL 2K3 looked, 
sounded, and played slightly better than Madden, the sheer number of 
options and hours upon hours of great gameplay in Tiburon's latest offering 
tip the scales in Madden's favor. 

While it might sound cheesy when we say that you'll find a great 
football game in whichever one you choose, it's true. But when it 
comes down our final choice, Madden gets the nod. 


www.psmonline.com / #62 SEPTEMBER 2002 / Р5М:100% INDEPENDENT PLAYSTATION 2 MAGAZINE / 2| 

























NFL 2l 


Sega scores a gameplay and graphics touchdown 














isual Concepts is by far 
the most aggressive and 
ambitious sports devel- 
oper in the business right 
now. In contrast to the 
gradual year-to-year improvements 
we expect from sports games these 
days, the guys behind the NFL 2K 
franchise have completely reworked 
their product from the ground up— 
and as a result, NFL 2K3 is a much 
better game that we expected. 

The first huge leap you'll see this 
year is in the graphics. NFL 2K3 fea- 
tures the best-looking player models, 
the most realistic-looking stadiums 
(once you see these massive arenas, 
you'll realize that everyone else is 
cheating), and the smoothest 
animations of any PS2 football title. 


In fact, this is the one gridiron 
game that comes closest to 
fooling you into thinking 
that you're seeing the 
real thing on TV. 

Another huge leap 
has been made in the 
game's presentation. The 
NFL 2K3 series has long led 
the competition in play- 
by-play commentary, 
and this year's version 
is better than ever. The 
replay commentary still 
leaves us awed. But the addi- 
tion of the ESPN license has made 
the game's overall presentation even 
better. From the loading screen team 
descriptions, to the halftime analysis 
and the end of week highlights (for 
other games in season and franchise 
mode), the presentation nails the TV 
look and feel. 

And let's not forget gameplay, 
which is yet another area in which 
NFL 2K3 excels. The control is tight 
and intuitive, the AI is solid, and the 
running game is just about perfect. 
The addition of hot routes and audi- 


bles you can choose on the fly really 
add to the overall game. Then 

there's online play, which 

is just as seamless as 
playing a friend in your 
living room. 

Finally, the franchise 
mode—a weakness in 
previous versions—has 
been revamped from the 
ground up. The design is solid 


polished as Madden’s) and 






Despite all 
these improvements, 


| HOW IT STACKS UP 


Madden NFL 2003 


NCAA Foolball 2003 
NFL Blitz 20-03 
NFL Gameday 2002 
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(although not quite as deep or 


adds a lot of life to the game. 


a few minor touches could have been 
added, such as on-field defensive play 


Coach's Desk |. 


= Calendar 
Front Office 
Gameplan 


A The franchise mode got a makeover, but 
it still can’t match up to the polish and 
playability of Madden’s franchise mode. 








4. Yep, you can even break out classic 
uniforms of your favorite teams. 









A. Once again, NFL 2K3’s replays аге 
top stuff. There’s even split-screen 
analysis of both teams after a play! 


diagrams before the snap, a solid train- 
ing mode, and some of the other cool 
extras that make Madden so deep. But 
that doesn’t mean that this isn’t 

the best playing football 
game you'll find 
today—it just 
means it 
isn’t the 
deepest. 

DAN EGGER 
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GUAE GH! THE ONLY TELEVISION 
NETWORK DEVOTED TO VIDEO GAMES. 


+3333 GO TO G4TV.COM OR, CALL 
YOUR CABLE OR SATELLITE PROVIDER 
TO DEMAND IT > 3333333323333 
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Blast racks by ому, 
Ludacris and Xzib 








A Despite the fact that 


NFL BLITZ 20-03 


Haven't we played this game before? 


he NFL Blitz series just 
keeps rolling along, and 
we'll be honest: we're a 
little flummoxed by this 
latest one. As we've 
come to expect from these games, 
nothing much has changed from 
the last version. In fact, we've really 
had to look hard to find many 
changes in Blitz 20-03. The graph- 
ics are slightly better than the 20- 
02 version Midway shipped in 
February and we noticed some 
changes in the camera angles and 
possibly some improved animations. 
Very few changes have been 


made to the gameplay, but we 
liked the way that making painful 
hits after the whistle seems easier. 
And that's about it for the new 
stuff in this game, except for new 
fantasy stadiums and the new 
career mode that is disappointingly 
bland. For a wacky game like B/itz, 
the create-a-player mode should 
rival the create-a-wrestler modes 
in the best WWE games. We 
should be able to pick any player 
we want and trick them out with 
hundreds of costumes and acces- 
sories if necessary. Besides the 
choice of weird characters like 











ou've got to hand it to 
Tiburon. The famed devel- 


oper of the Madden series : 


could have phoned it in 

with its latest college 
football game, but thankfully it took 
the road less traveled. And because of 
that, NCAA Football 2003 may finally 
get the respect it deserves. 

At the heart of NCAA is the 
Madden engine, which improves each 
year in small increments. As usual, the 
graphics are excellent and the player 
models look and move better than 
ever. However, they still appear ridicu- 
lous with their helmets off. The com- 





GAME INFO 


P 


robots, dol- 
phins, and 
ninja, the options are even less 
than traditional football games. 

Now, we do have to mention that 
Blitz 20-03 still plays phenomenally 
well, the control is spot on, the 


graphics incredibly fluid and the basic 


design is still addictive as all get out. 





If you already have last year's ver- 
sion, this one doesn't add enough 
new stuff to justify a $50 purchase. 
It’s a shame too, because there is a 
lot a cool things that could be done 
to make this series better. This one 
feels phoned in. DAN EGGER 


FINAL SCORE 


GOOD 


If you don’t have this game’s predecessor, it’s 


worth checking out for its solid arcade style 
gameplay. Otherwise, you can skip this 
installment and not miss much. 











mentary is also much improved, but 
occasionally annoying and still trailing 
behind the NFL 2K franchise. 

Once again, the control and game- 
play are right on the money. This is 
especially noticeable when you run 
the option. The tight control enables 
you to confidently wait until the last 
possible moment before pitching the 


A Here’s a perfectly timed option 
pass—a staple of college football. 


» NCAA FOOTBALL 2003 


Е The Big Man On Campus is back | 


Ex : аа 
А The action is $ 


ball outside and picking up valuable 
extra yards. The passing game's sharp, 
the running game's well balanced, and 
even the kick return game is more 
exciting than it is in the pros. 

However, the best part of NCAA 
2003 is the Dynasty Mode. It lets you 
play through multiple seasons with 
your favorite college team. After the 


BSM 


FINAL SCORE 


OUTSTANDING 

Thanks to its numerous refinements, including 
a phenomenal Dynasty Mode, this isn’t just 
better than last year’s offering—it’s easily the 
best college football game we've ever played. 





0 realistic, you 
swear you got bruised! 








А You can even play with your 
favorite team’s mascots. 


end of each season, 
you recruit new 
freshmen to restock 
your team, and this is 
where the game excels. Recruiting is 
so much fun and so deep you'll find 
yourself simulating entire seasons just 
to pick new players again. Even the 
pros envy a franchise mode this fun. 
Although NCAA doesn’t have quite 
the same depth or gameplay modes 
as Madden or the flashy presentation 
of the NFL 2K series, it’s a fantastic 
football game in its own right. And 
one that college fans will be proud 
to call their own. DAN EGGER 
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Capcom's second Samurai adventure slabs deeper 


GAME INFO 


Ж Fans will love the new trading feature and 
the slightly improved combat system. 


& The backgrounds in this game are so amazing- 
ly detailed, they’re practically photorealistic. 








у 


4 Walk up to a main character and hit START in 
order to bring up this item trading screen. 








espite some minor com- 
plaints about its length 
and lack of depth, 
Onimusha was definitely 
a benchmark title for the 
PlayStation 2 and a hugely successful 
game for Capcom. Knowing that, it 
comes as no surprise that a bigger, 
better sequel was made. And that, 
aside from a few little problems, is 
exactly what Onimusha 2 is. 

This is a deeper and more com- 
pelling game, but it could have been 
even more so. There are the obvious 
additions, which help to lengthen the 
gameplay and increase depth, but 
there’s really not much here beyond 
that. The combat system could have 
used a bit more innovation and the 
standard fight-solve puzzle-fight-solve 


HOW IT STACKS UP 















Headhunter | 
Eve of Extinction ў Б 
: Blood Отеп 














puzzle pacing is just getting too deriv- 
ative. Fortunately, the ability to play 
as multiple characters helps to break 
up the repetitiveness a bit. 


A New Graphics Standard 

The original Onimusha definitely set a 
standard for graphics that few games, 
even to this day, have managed to 
surpass. Amazingly enough, though, 
the sequel accomplishes just that feat. 
Backgrounds are meticulously detailed 
with moving water, swaying trees and 
virtually every other piece of eye- 
candy that you could think of. 
Characters move with a eerie realism, 
thanks to an advanced motion-cap- 
ture technique, and sport an incredible 
number of polygons. 

Along with these improvements, 
Capcom threw in several other fea- 
tures in order to add a greater level of 
depth and replay value. There are 
more weapons and attacks to discov- 
er, including one that's basically a 
one-hit kill. Also, a rather unique 
trading system has been implemented 
that gives you the ability to purchase 
or find items and then give them to 




























the other characters. In return, 
they'll give you different items, 
some of which can be used 

by you to strengthen your 
own character. 

So, while a definite step for- 
ward for the series, Onimusha 2 
doesn't really introduce much that's 
too remarkably new. There are times, 
every so often, that you actually feel 
like you're just playing the first game 
again. Certainly, there's a higher level 
of polish, depth and balance here, but 
the total experience hasn't changed 
that much. With that in mind, fans of 
the first game will certainly enjoy all 
that this second outing has to offer 
and get a lot out of it. Considering —— , 
everything, it's still definitely a better 
experience, overall. And isn't that, * 
after all, what a sequel's supposed їо * 
be? STEPHEN FROST 


& While a bit 
on the young 
side, Kotaro is 
rather quick in 
combat and is 
pretty easy to 
_trade with. 


Onimusha 2 is an improvement over the 
original game in virtually every way, but still, 
even more could have been done. ЇЇ you loved 
the first one though, this is a no-brainer. 
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This tricked-out sequel delivers тие BMXcellence 





GAME INFO 4 








A The new flatland tricks help the game 
come as close to real life BMX as possible. 







A The levels are also a lot more 
imaginative this time around—check 
out that giant squid and pirate ship! 






Su 














aving delivered direct 

hits with ATV Off-Road 

Fury and the excellent 

watercraft sim 

Splashdown, breakout 
developer Rainbow Studios was 
pegged to handle this sequel to 
Activision's Tony Hawk-based BMX 
sim—and its improvements to the 
series are substantial. 

To begin with, the level designs 
are much more imaginative than in 
the first game, with crazy grind rails 
and zonky ramps that would probably 
make real life riders cringe in fear. 
While definitely not as large as Dave 
Mirra Freestyle BMX 2's, they're still 








HOW IT STACKS UP 


Tony Hawk's Pro Skater 3 10 
Aggressive Inline 

SSX Tricky 
TransWorld Surf 



















plenty big and should keep you busy 
with lots of stunt opportunities, level 
goals, and secret areas throughout. 

Then we have the trick set, 
which is bigger and more diverse 
than in its PSone predecessor. 
Pulling most of them off right out of 
the box can be pretty difficult, how- 
ever (especially if you’re a newcom- 
er to the Mat Hoffman universe), but 
after an hour or two of constant 
practice, you'll be powersliding, 
doing manuals, and accomplishing 
tail whips with the best of them. 

Of course, because of the move to 
a more powerful console, there’s an 
obvious visual upgrade as well. More 
than just a straight port with high-res- 
olution improvements, the tighter, 
more detailed characters and environ- 
ments are a better product all around. 
In fact, it wouldn't be a stretch to say 
that this is easily the best-looking 
BMX game yet on any system. 

If we had one complaint, though, 
it would have to be the unrealistically 

























strong force of gravity that 
pushes down on your cyclist. 
Heavier feeling in compar- 
ison to its genre brothers, f, 
Hoffman comes across 
as a much slower game 
than it should be. After 
experiencing the fast-paced 
action of games like Tony Hawk 
and Dave Mirra 2, the slower 
approach feels a bit odd. 

But that's just nitpicking. On the 
whole, Mat Hoffman's Pro BMX 2 
is a full step ahead of its prede- 
cessor. Stuffed with real life ath- 
letes, a ton of stages, and plen- 
ty of replay value, it’s a real 
must-have for any BMX fan. 

JEREMY DUNHAM 


BSM 


FINAL SCORE 


A Try a move like this in real life 
and you'll probably wind up in 
traction—luckily, you'll get the 
same extreme thrills (without 
the painful spills) in the game. 





y g twi 
a must-have for all BMX fans. 


elin' experience. It's 
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BARBARIAN 


| on’t mistake this title for another Tekken 
wannabe—it’s more like an evolved 
Power Stone. It's also pretty good. 


strength of 7 is its depth. А co 


arenas are stuff ed 
rom boulders to the bi 


ry с, and the camera оне 
odd pl aces. e give it a shot—there's a 
he here. 


| | 


FINAL SCORE 


GOOD an adventurous and 
creative—if a bit unpolished— 
attempt at spicing up the 3D 
fighting game genre. 


PUB INFOGRAMES | DEV MELBOURNE HOUSE | PLAYERS ONE | RATING TEEN 


LACKING While there's plenty 
of shooting action te be had, the 

poor controls and poorer difficulty 
tuning take away most of the fun. 


FINAL SCORE 









- virtually all of 
the arcade 
combos will 





- work just fine. 
AS you | А The graphics and animations are 
make your way still great, абаа а for the PSone. 


Akuma, or additional costume pum br th 
acters you already have. о wi 


game as much e as, say, the World Tour 
ae = but it’s sti il pretty cool. 


with a sequel already on PS2, it UM n 
step. Regardless, fd still recommend A 
the better game but this is a good seca 


BSMI GOOD white not quite up to 


FINAL SCORE 





Alpha 3's level of quality or depth, 
Pro still is a solid SF title and plays 
wonderfully. It’s cheap too. 





PUB/DEV CODEMASTERS | TYPE ACTION | PLAYERS TWO | RATED TEEN 


MIKE TYSON 
HEAVYWEIGHT BOXING 


f ever there were a lesson on how not to 
| make a boxing game, this is it. A collection 
of terribly constructed animations, horribly 
limited replay. r 
and a create-a- 
boxer mode 
that's sha 


of pugilism since... well, we can't ti 
pet been worse in recent memory. Slower than 
d packing less fundamentals 
as little going for it 
Although the creation mode is is appreciated with its 
training and money-based str re, and the 
inclusion of a couple cinematic combos arë cool, 
there isnt enough varie 
feeling of true progression when 
fighter to the top 5 
is, like the fighter f Н 
it should have te E 


PSM 


FINAL SCORE 


BAD From its choppy visuals to 
its lackluster control, this is one 
boxing title that will have fans of 
the genre throwing in the towel. 



















EV EA SPORTS | ТҮРЕ RACINE | PLAYERS TWO | RATED EVERYONE | 


FI 2002 


alk about deja vu. A near identical recre- 
T ation of last year’s well-produced 
formula racer, F7 2002 is still the king of 

the circuit. But its similarity to last year's game 

could put off pes 3 

players who've 

seen and done 

this all before. 

While there's a 

big difference in 

terms of pro- 

gression to 

unlock the extra | 

options and cars ыза 

(you have to race as every team and meet specific 
challenges to get the best stuff), and a couple of 

new driver animations, the rest of the presentation 

seems to be a straight port. At just below 30 

frames per second, the sometimes-jittery visuals 

are in need of an overhaul. But what it all boils 

down to is fun, and F7 has plenty of it. Well 

designed tracks, responsive cars, and an aggres- 

sive Al that will keep you on your toes should be 

enough to make first-timers ecstatic. Veterans 

however, may get a slight case of "been there, 

done that’ -JB 


FINAL SCORE 


GOOD there's not a lot to dif- 
ferentiate this racer over last 
year's version, but what's there is 
fun, solid, and looks good. 


favorite has — 
always bee 
Virtua Ten 


The gameplay is the best but the 
graphics really could use some work. 





g coop Considering it plays so 
well, most people won't even have 
problems with the game's 
graphics. Advantage: Sega 


BSMI 


FINAL SCORE 
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The evil Nobunaga’s demon warriors wreak 


BEST PS2 ADVENTURE 
GAME E3 2002 - IGN 


havoc across feudal Japan. A noble young 
warrior, Jubei, returns home to find his once- 
vibrant village laid to waste by Nobunaga’s 
monstrous minions. Fueled by vengeance, 
Jubei embarks on an epic quest; one which 


will reveal his ultimate destiny. 





On this magical journey, you must earn the 





respect of confidants to help. the valiant 
Jubei battle demons, hideous bosses, and 
overcome ingenious puzzles. Only then 


will you defeat the pillaging hordes. 


MATURE 


Violence 
Blood and Gore 
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Violence 


CONTENT RATED BY 
ESRB 
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! 
**** June 6th обоо hours. Omaha Beach. D-day, » 
t 


After three years of enemy occupation, the journey to take back France will be perilous. 


Beware. If the hypothermia, underwater mines and Belgian Gates don’t kill you, there 





will be plenty of Nazis awaiting your arrival only too glad to help finish the job. ч : 
; YOU DON’T PLAY, 
Godspeed, soldier. Save yourself. Save France. Then save the world. Enlist at moh.ea.com YOU VOLUNTEER. 





ronic Aris, EA GAMES, trade- 


nd/or other county 








©2002 Electronic Arts Inc. 
m of Electronic Arts in the 
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of Sony 





















AT rights reserved. "Plays 
the property of their respective owners. 
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Awarded а 
D AWARD 
from Japan's 
Famitsu” 
Magazine - 
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We celebrate five years 
of great games, amazing 
artwork, big laughs, and, 
of course, PlayStation 


| m ack in 1997, Chris Slate took the $400 that he 
| БФ? had in savings and started PSM out of an old barn 





~ Jon his family's farm. With borrowed computers 


ШЕШӘ? and friends working for free, he would turn his 
dream of an unofficial PlayStation magazine into reality. 
Well, maybe it didn't quite start out that way, but the 
PSM success story is still a good one. For five years we've 
been lucky enough to have the best job on Earth, bringing 
you the latest word on the hottest games for the world's 
best game systems. To celebrate our fifth anniversary, we 
thought we'd take a fun look back... join us, won't you? 


< Didja know that we 

made an issue before 
#1? This 20-page mock- 
up only appeared at 
1997 E3 expo. 


> Неге" the first offi- 
cial first issue that we 
all know and love. 
Man, this brings back 
the memories! 




















e° FIVE YEARS OF PSM 


OUR TEN 
BEST GAMES 


ow do you take five years’ worth of PSone 

and PS2 titles and narrow them down to 

just ten top games? Let us tell ya, it ain’t 

easy. It took several days’ worth of arguing 
for us to settle on which games would or wouldn’t 
make it in. Just like all of you, we each have our own 
favorites, and no two gamers’ lists, are bound to end 
up exactly the same. However, this list does a good 
job of representing the PSM staff as a whole. These 
are the must-have titles that are just as playable 
today as they were when they were new. These are 
the games that made our job a blast these last five 
years, and for that, we salute them. 














I> Metal Gear Solid 
Picking the number-one game 
out of so many classics is nearly 
impossible, but in our eyes, MGS 


deserves it as much as anything 
else. Classic gameplay, a deep 
story and the best cast of vil- 
lains ever—this one has it all. 


2> Grand Theft Auto 3 
Quite possibly the most impor- 
tant game of the new millenni- 
um. It will still be a few years 
before we can look back and 
fully appreciate the impact this 
title has had on videogaming. 


3> Resident Evil 2 

The top survival horror title, 
and a classic that helped define 
the PlayStation brand. More 
polished than the original 
Resident Evil and scarier than 

' RES, this one did just about 
everything right. 


4> Final Fantasy X 
Everyone is fanatical about their 
favorite Final Fantasy. But with 
a respectful nod to FFVII, we've 
picked FFX for its breathtaking 
scenes and user-friendly play. 


5> Metal Gear Solid 

2: Sons of Liberty 

Maybe there is a bit too much 
dialogue, but when the game is 
in action, it can’t be beat. This is 
one of those rare titles that, 


even without direction, is fun to 


just goof around with for hours. 


6> Gran Turismo 

3 A-Spec 
Is there a PS2 owner 
who doesn't have this 
game? This racer is real- 
istically difficult, but it 
says something about a 
game when you'll keep 
coming back, after 
countless frustrations, to 
give it another go. 


7> Castlevania: 
Symphony of the Night 
A lesser-known title that we're 
proud to stake our reputation 
on. This is the height of 2D 
gaming, with perfect gameplay, 
classic surprises and possibly 
the best soundtrack of all time. 


8> Street 

Fighter Alpha 3 

Our top fighting pick depends 
on whether you're more of a 
Street Fighter or Virtua Fighter 
fan. We'll take SF Alpha 3 for its 
single-player World Tour mode 
and perfected SF gameplay. 


9> Ape Escape 

If Nintendo had marketed this 
game, it would have sold a mil- 
lion... easy. It’s as good as a 
platformer gets, and if the PS2 
sequel isn’t released here in the 
U.S., we're going to have to 
burn someplace down. 


10> Tony Hawk's 

Pro Skater З (PS2) 

Tony’s games have always 
kicked ass, and the first PS2 
title took the series to leg- 
endary status. The levels are 
like playgrounds—you just want 
to get in there, run around like 
a kid and have fun. 
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Ever wondered how your P ШОМ 
issue of PSM was born? Well, the 
answer isn’t as exciting as where 
your baby brother came from, but 
we think the process is still pretty 
interesting, nonetheless. 


A First, the editorial team gets together to hack out ex 
be covering in the issue, using lots of official-looking ha 


B Bill gets 
the text to 
the Dan 
a and Gary, 
Iv ў А who then 

: Е ; design the 
pages ina 
program 


A Once an editor finishes writing his. 
сору, it’s placed іп a plastic sleeve and called 
turned in to Bill for copyediting. Quark. 









TOP 5 
COVER 2 


One of PSM's distinguishing trade- 
marks is its original cover artwork. 
It’s been a thrill to work-with the 
comic book industry's biggest names 
to create classic illustrations of our 
favorite PlayStation characters 
It’s damn tough to pick 
З our top five, but we, 


ы gave it a shot... 





ГЪ 


i: › | 
1 : x (f 


l> Lara Croft 


by Adam Hughes 
Issue #39 > November 2000 


















I> Fantastic Four V 
Based on an old superhero 
team that nobody really cares 







about, this is the pinnacle of 
the “Old Acclaim's" company- 
destroying formula for inserting 
licensed characters into generic 
side-scrolling beat-’em-ups. 


2> Tomeko: 

The Last Hope 

It sounded like a great idea: 
randomize the dungeons and 
item placement, restart the 
player's experience between 
dungeons, and play as an old 
fat guy. Nah, that game was 
screwed from the start. 


3> Hooters Racing 

The cars control like ass, the 
graphics don’t measure up to 
the first Ridge Racer and, to top 
it all off, there isn’t even any 
satisfying “hooter” action. 
Three complete failures in one. 


4> NFL GameDay 
2001 (PS2) 

Remember back on the PSone, 
when GameDay would battle 










e» Tidus | 3> Ding Crisis by Madden every year for gridiron 
by Joe Madureira Mike Wieringo Supremi Well Gar DOy'S 
| Issue #43 > March 2001 Issue #24 > August 1999 first PS2 effort flu shed all that 
/ i SN х m : glory down the toilet. 


5» Dragonball 
GT: Final Bout 
You've seen it before: a publish- 
er spends megabucks on a big 
license, craps out a game to 
go with it, sits back and 
watches gamers’ cash roll in. 

| Well, this game makes it an 

| artform. 


6> The Simpsons 
Wrestling 

We love The Simpsons. We 
love wrestling. We are exact- 
ly this game’s target audi- 
ence. But playing it actually 
made us like both The 





| д> Wipeout Girl by 
| Adam Warren 
| Issue #20 > April 1999 


5» Scorpion , | 
by Joe Madureira | 
Issue #11 > July 1998 | 


Be 
buic 


e usually try not to kick games while 
they're down, but for these ten worst 
titles, the kid gloves are off. At least we 
didn’t have to pay for these blunders — 
our sincerest sympathies for those who did. 


Simpsons and wrestling less. 

7> Countdown 
Vampires 

This lame-ass vampire game, 
which unofficially starred 
Leonardo DiCraprio, featured 
monsters so nonintimidating 
that they couldn't use the stairs. 
“Abh, it’s a monster! Quick, 
stand on the stairs!” 


8> Spawn: The Eternal 
Run upstairs, flip a switch. Run 
downstairs, go through door. 
Enemy attacks — mash buttons. 
Now go find another switch in 
another bland brown room. 
Now hit the power button and 
shake your head. 


9> Warriors of 

Might & Magic 

The progeny of the machine 
that stamps out run-of-the-mill, 
brown-textured, third-person 
action/adventure games, with 
the added bonus of bad, over- 
the-top voice acting. Yay! 


10> Ultimate Fighting 
Championship (PSone) 
UFC would go on to greatness 
on other systems, but it stank 
on PSone. The main problem is 
that when one player starts 
button mashing, the other has 
to join in to counter, and the fun 
goes right in the can. 


OUR BIGGEST 
DISAPPOINTMENT: 


The Bouncer V 

Early demos of The Bouncer 
showed off Jackie Chan-style 
background interaction that 
blew our socks off. Sadly 
though, the demos turned out 
to be pipe dreams, as the final 
game,was bland and horrible. 


SS! 
ттт 
E 










































se FIVE YEARS OF PSM 


The design of PSM has changed dramatically over the years—just 
take a look at this pastel preview taken from our very first issue! 





TitemrO 
Pals Are 
{зсизүҮ 


Abate өй times, maligi eerie чый me 

praem endi das н heo n iy scape 

нү а veoh cover Sahin va ee OBE 

(Bike te йде стон жу Mose п э че abore BH, 
эе эй ш ио na. 


<< CHRIS SLATE 
Chris was the first 
person hired on to 
the PSM staff, and 
he’ll probably be 
the last to leave. 


< STEPHEN FROST 
Steve was Chris’ first 
pick, and he may 
one day murder 
Chris to take over 
the top spot. 


< GARY LIEW 

Gary doesn’t say 
much, but his great 
Page designs speak 
volumes. It wouldn’t 
be PSM without him! 


LONG GONE 


Charles Frohman, Eugene Wang, Noah 
Massey, Frank O’Connor, Francesca Reyes, 
Thomas Layton, Blake Fischer, Max 
Everingham, Bill Paris, Banzai Chibi-Chan 











CURRENT CREW 


< BILL DONOHUE 
Chris brought in his 
old partner in crime 
from Game Players 
magazine back in 
December 1998. 


< ERIC BRATCHER 
Formerly of Next 
Gen magazine, Eric's 
still new to PSM but 
has a lifetime of 
gaming experience. 


4 RANDY NELSON 
Randy keeps the 
office laughing, and 
knows so much 
about old 8-bit 
games that it’s scary. 


< DAN FITZPATRICK 
Dan (or as we call 
him, DS) joined with 
issue 45 and has 
taken PSIM's design 
to new heights. 












BEST SPOOF 


ы ack in issue 32, we decided to try our very 
? first April Fools’ joke—and boy, was it a 
) Чоогу. Her name was Valkyrie Wilde, and 

P she was to be the first ever nude videogame 
star. Despite the numerous clues within the article 
that the game was a fake, everyone fell for it—Val 
even appeared on several local TV newscasts! 









[ THEY CAN SEE IT | 


3.1.02 


WWW. TURIK. COM 


A Tell us that this < 
game wouldn’t have i 
sold by the truck- 
load. Yeah, she’s 
nude, but she also 
had а great name, 
and uh... belt buckle! 











Blood and Gore 


A Ah, but flashy artwork alone isn’t enough to create the perfect ruse. Using the 
most dastardly, evil parts of our brains, we had game screens faked up to make 
the illusion complete. These screens are so well done that we really can’t blame 
anyone for falling for our little prank, but hey, the clues were all there in the text. 


Violence 





CONTENT RATED BY 
ESRB 


TUROK™: EVOLUTION™ TM & © 2002 ACCLAIM ENTERTAINMENT, INC. 
TUROK is a trademark of CLASSIC MEDIA, INC. All tights reserved. 








TIP OF THE SLONGUE 


FINALLY, 7 я 7 Е z Chris usually comes up with 


SOMEBODY with — NE ; E i : 
SOME GUTS STEPS ЦР P à poem у smart bomb each month, so 


IO ТАКЕ MELON! ` ir, T3 , . | : you can thank him for the 
; à БАС best ones (as well as the 

à KICK -- stinkers, which we, ahem, 

iff won't mention here). 

vip You 


JUST SAY 
YOU WERE A 


7 GUY, THINK YOU GOT i i» е 4 чу } < Chris says: “Dante is so 
H WHAT IT TAKES TO RUMBLE ў 1 { Я А. (SNORT!) cool, we just had to take him 


Мн A SA? ASE DEN ДЕ E 1 1 d down a notch. As you can 


probably tell, it was tough 
getting pictures that worked.” 














< Chris says: “This was our 
strike back at fighting games 
that used to color characters 
different as a cheap way to 
pad their roster’ 


USE YOUR BATHROOM? | 


x IR, BUT FORA | É : 
| CRYSTAL PENDANT. A LADY IN THE LAST TOWN ИИТ 101 j ARD | | < Chris says: “If ever а smart 
BCR eS л eee HL ALSO NEED RADE Wit i А bomb told the truth, this was 


the one. There’s no real joke 
here, but it’s funny because 
every gamer can relate.” 


SF vs GRAN TURISMO EX 


<4 Chris says: "This was prob- 
ably the most ambitious of 
the bunch, with all the photo 
doctoring required. Check out 
the character names!” 


"ES 3 М olga нот a оламе NOT. А DEAL 
VALENTINE'S DAY! E [ SLANKA, RICHT? (A DEAL! EVEN GULLIBLE, | 
HOW ABOUT A KISS, j Lome ONY, А FACKWOODS итте 

7 IN LIKE You 
lo. WANT Kiss! NEED LOVE! 


< Chris says: “The punchline 
isn’t the best, but Blanka’s 
dialogue still makes me laugh. 
The poor guy’s probably 
never been kissed!” 
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ТНЕ МЕХТ__ 
FIVE YEARS 


le’ve changed a lot over the last five years, 
| but one thing has always stayed the same: 
| we enjoy games, and we enjoy our job. 
Bringing PSM to you every month is a true 
honor, and we sincerely thank you for the opportunity. 
If it wasn't for you guys, we'd be talking games with our 
imaginary friends down at the bus stop . Consider 
yourselves invited to celebrate our tenth anniversary! 








Turok™: Evolution? and Acclaim 
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Blood and Gore 
Violence 





002 Acclaim Entertainment, Inc. All Rights Reserved. 





PlayStation.e 





Best Fighting Game 
Best Simulation 











RATING PENDING i 
B Visit www.esrb.org 


or call 1-800-771-3772 
for more info. 


CONTENT RATED BY 








MORE THAN 20 TOP FIGHTERS MULTIPLE FIGHTING STYLES 


FOR ALL THE PAIN HE’S IN, 
QUITTING WOULD FEEL 
MUCH WORSE. 





VARIOUS FIGHTING POSITIONS ONE HIT KNOCKOUTS 








DREAM STAGE 


entertainment 


www.thq.com 





© 2001, 2002 Dream Stage Entertainment, Inc. Exclusively licensed to THQ Inc. worldwide, except in Japan. THQ and its logo are registered trademarks of THQ Inc. All Rights Reserved. 
“PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. 






AND ONLY 
LF-DONE KILLING. 


KEEP THE,FORCES OF EVIL AT BAY 
WITH A 360-DEGREE COMBAT SYSTEM. 


| 


EXPERIENCE SPECTACULAR VISUAL 
EFFECTS IN YOUR DANCE OF DEATH. 


E: * 
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FINISHING MOVES. 


* 


THE HUNT BEGINS AGAIN... 


AVAILABLE ON VHS AND 2-DISC 
PLATINUM SERIES" DVD EVERYWHERE! 


www.blade2.com 


Blood and Gore 
Strong Language 


Violence 
CONTENT RATED BY 


trademark of Activision, Inc. and its affiliates. All rights reserved, тай АМ on the PlayStation*2 computer entertainmjy 
trademarks of Sony Computer Entertainment Mme. Microsoft боў, and the Xbox gos are either registered trademarks or tradeffiarks of Microsoft Corporation in the U.S. ine countries and are used under license from Microsoft. 
The ratings icon is a trademark of the InteractivesBififfa Softwate Association. All other trademarks and trade names are ‘the properties of their еке owners. + i x 

я H 


b c 





DELIVER LAST RITES WITH , ATTACK WITH MARIIAL ARTS, GUNS : DESTROY HORDES OF VILE VAMPIRES 
GRUESOME, OVER-THE-TOP AND THE SWORD OF THE DAYWALKER. “IN FRENZIED SHOWDOWNS. - 









Future 


ugust 2002: more than 30 million PS2s 
have been sold worldwide, the system is all 
| but the de facto gaming standard, and 
every major third-party developer is 
| cranking out games for it. You'd think that 
PS2 would pretty much be on autopilot from here on 
out, but that’s anything but the case. The system is on 
the verge of evolving to the proverbial next level, with 
online play and a host of cutting edge technologies 
finally coming together to create a machine quite 
unlike the stock black box that shipped in October of 
1999. Sony’s dream of a do-it-all, play-it-all media 
machine truly is close at hand. 
It’s not just the hardware that’s evolving and 


changing, though—its software is growing up, too. 
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Titles like Mortal Kombat and the Fear Effect series old-school classics like Contra, Rygar, and Shinobi? Well, 
started the ball rolling, but it’s going to be titles like they’re back in a big way, and they’re not alone. 

Dave Mirra XXX, The Getaway, and Grand Theft 
Auto: Vice City that finally push true M-rated 


The times they are a-changin’, and 
there’s never been a more exciting (or 
games into the mainstream. Extreme violence, mind-boggling) time to be a PS2 gamer 
harsh language, and nudity may still be the than right now. Over the next several 
exception rather than the norm, but there’s no pages, we'll take a look at what the future 
denying that the number of adult titles is going really holds for PS2: the new technology, 
to increase over the next few months and the truly adult games, and the resurgence 
years—and PS2 is leading the way. < of classics from the past... and it’s just 


А good deal of the PS2’s future will also the tip of the iceberg. So get ready, and 





rely on the past. Confused? Don’t be. At this year’s E3, : remember: there's no 
the return of classic games was a very prevalent theme turning back now... 


and many of them will be making major comebacks on 





Sony's 128-bit console in the near future. Remember 
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Б) | asily the most 
~ |written-about 
gaming trend in 
the mainstream 

g media is the 

(| continued 
emergence of 
games with more mature 
themes and gameplay. 
Granted, this evolution has 
been a long time coming— 
games like Beat “ет and 
Eat ‘em and Custer’s 
Revenge were raising 
eyebrows way back on the 
Atari 2600 almost 20 
years ago. And it's been 
inevitable—gamers are 
always getting older, so it 
makes perfect sense that 
the industry would mature 
along with its market. This 
said, the runaway success 
of last year's best-selling, 
decidedly mature-themed 
game, Grand Theft Auto ШІ, 
has sent a clear signal to 
game publishers that the 
market is more than ready 
to support games with 
mature themes, and the 
floodgates are opening. 
Here's a brief look at just a 
few of the games that will 
have your local гате 
supplier checking IDs 
during the coming year. 
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| PlayStation. - 


> Swearing: She 
might be on a quest to 


“Stop that fing dog 
“ing all 
over the fing park.” 


™ Blood and Gore: If 
she bails and a little 
blood spurts, it’s Teen. 
If her stomach splits 
open and her entrails 
burst out, it’s Mature. 


i Questionable 
morals: For example: 


‚ locations like strip 
_ joints, humor that is 
| politically incorrect, 


sexual, or otherwise 


| low-brow, or level 
` goals that involve dis- 
& tasteful or illegal acts. 


| > Nudity: She’s 
' wearing a shirt, but it 


isn't mandatory. 
HERR. 


/ #62 SEPTEMBER 2002 


Gross Anatarnms 


Шз makes a game “mature"”"7 
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ANTICIPATED MATURE CONTENT: 


SWEARING, VIOLENCE, KIDNAP- 
PING, MURDER, NUMEROUS 
OTHER CRIMES 

Not one to be outdone by third 
parties, Sony itself has crafted this 
decidedly mature title. It matches 
gameplay similar to that of a more 
linear GTA JII with a Hollywood- 
level crime drama plotline ripe with 
criminal acts. It’s quite realistic 
visually, which should only add to 
the impact, and employs profes- 
sional actors to deliver the 
expletive-laden dialogue. 


A Sony's first-party library includes a 
number of M-rated games, including The 
Getaway and the tame-by-comparison 
The Mark of Kri. 






















































































How an American development team took on the might of Street Fighter 


using only digitized visuals, a mythical story and buckets of irresistible gore 


ineteen Ninety-Two. The arcade 
М business belonged to Japan. The 

beat ‘emup belonged to Capcom 
and its Street Fighter phenomenon. 
Unperturbed by this monopoly, U.S. 
coin-op veteran Midway put together a 
small team to work on a distinctly 
American fighting game. Not wanting a 
Street Fighter clone, lead designer Ed 
Boon created a dark, brutal, heavy 
metal fantasy, drenched in gore. Just as 
id Software was turning the bloodless 
shooter into a full on first person 
murder fest with Wolfenstein, Mortal 
Kombat would wrench the bloody guts 
from the Japanese fighting game genre. 
Given the mindset of the average 
western teenager, it could only succeed. 

Today, fans point to the rich story to 

explain Mortal Kombat's appeal. The 
game abandoned the real-world setting 
of Street Fighter in favor of a rich 
mythological setting. The Mortal 
Kombat universe is one of feuding 
gods, shaolin monks and doppelganger 
ninjas; the plethora of interdimensional 
sub-plots and rivalries approaches the 
complexity of Greek mythology. But that 
kind of background detail doesn’t 
explain the global frenzy. It was down to 
the violence. Every successful blow was 
rewarded with a generous gush of 
gore—a grisly taunt at the sterile, 
bloodless world of Street Fighter. Then 
there were the legendary Fatalities. On 
the final bout of a three bout contest, if 
an opponent was sufficiently weakened, 
a booming voice ordered ‘Finish him!’, 
giving access to a range of fatal moves. 
Spines were pulled out, heads sliced 
off, bodies burned to cinders. It was a 
simple idea, but the impact was 
enormous. People who never usually 
entered arcades gathered around 
machines to witness the carnage 
for themselves. 



















































































Later in the year, Midway brought 
Acclaim on board to publish the game 
on five home console formats with most 
of the conversion duties falling to British 
developer, Probe. Mortal Kombat went 
on to sell five million units across five 
formats, generating around $275 million 
in worldwide retail sales. This also 
proved a decisive title in the battle 
between the Super NES and Sega 
Genesis. While Sega decided to keep 
much of the gore intact for its 
conversion, family-minded Nintendo 
removed the blood and fatalities—and 
faced the wrath of legions of fans. 





Konsolidation 

The inevitable sequel hit the arcades in 
1993, moving the action from the 
earth-bound Shaolin Tournament to the 
'Outworld', a shadowy realm where evil 
sorcerer Shang Tsung hoped to 
extinguish all the other fighters. This 
installment was probably the high-point 
of the series, boasting slick animation 
and a much more responsive, deeper 
fighting system. (Suddenly proper 
combos were a possibility.) The playable 
character list rose from 7 to 12, adding 
twin assassins Mileena and Kitana, 
Shang’s bodyguard Reptile, and Jax, 
the head of Sonya Blade’s Spec Ops 
unit. And of course, there were more 
gut-splattered Fatalities. 

But MKII also contained elements 
that alienated the hardcore following. In 
an attempt to lift the game out of its 
entirely violent underworld, the 
developers added two alternatives to 
the Fatalities: friendships, which allowed 
you to finish a fight with a mere joke 
move, sparing your opponent; and 
babalities, which turned your foe into a 
huge bawling baby. 
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The digitised graphics of the early Mortal 
Kombats were considered a neat visual 
trick in the days before polygons. But it 
was the generous blood quota that 
impressed most teenage gamers 





Kome cown 

The western launch of the PlayStation 
and Saturn in 1995 saw a new breed 
of 3D fighting game courting the 
mainstream console owner. 
Toshinden, Tekken and Virtua 
Fighter—the latter two already big hits 
in the arcades—made the sprite- 
based beat 'em up look old. The 
appeal of fatalities was in danger of 
being upstaged by polygons and 
texture-maps. 

Perhaps with the coming revolution 
in mind, perhaps through sheer 
formula frustration, Mortal Kombat 3 
(1995) completely redesigned the 
fighting system, basing everything 
around a complex combo system. The 
result was a rigidly defined set of 
moves that earned the nickname 'dial 
'em up combos'. A run button was 
also added, but most found this to be 
redundant. What bothered fans most, 
though, were the lack of key 
characters like Johnny Cage and 
Scorpion, and the new animalities—a 
fatal move in which your character 
turned into an animal before finishing 
the opponent with a relevant 
maneuver. It was, quite simply, an 
‘alitie’ too far. 

The tenure of MK3 wasn't over yet, 
however. Later in “95, Midway 
released Ultimate Mortal Kombat 3 
onto arcade, SNES, Megadrive апа 
Saturn. The story was the same as 
the original MK3 (earth overtaken by 
evil demi-god Shao Kahn, last 





The game abandoned the real-world setting of Street Fighter in 
favor of a mythological location. The MK universe is one of feuding 
gods, shaolin monks and ninjas—the plethora of sub-plots and 
rivalries approaches the complexity of Greek mythology 


remnants of humanity fighting for 
survival, etc), but the character roster 
was boosted with nine extra fighters, 
and some extra backgrounds and 
gameplay modes. More exhaustive 
was Mortal Kombat Trilogy (1996), a 
product aimed squarely at the 
32/64bit market. This summing up of 
the story so far contained every 
character and background from the 
entire series, as well as an 
‘Aggressor’ mode (spelling out 
aggressor on the screen opened up 
more powerful moves) and a couple 
of new bosses: Chameleon on 
PlayStation and Khameleon on N64. It 


"was modestly well received. 
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Mortal Kombat 4 (top) introduced 3D 
visuals. The console-only MK Trilogy 
(above) used every MK character ever 
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Kome Back 

Finally, Mortal Kombat 4 premiered as 
a coin-op in 1997; the first installment 
to use 3D graphics. This major visual 
update was accompanied by a key 
gameplay innovation: each fighter now 
carried some kind of weapon, ranging 
from long staffs to daggers. Weapons 
could also be knocked from an 
opponent's grasp and used against 
them, adding a new dimension to the 
Mortal Kombat system. The game also 
brought back favorites like Johnny 
Cage, Sub Zero, Rayden and 
Scorpion, all benefiting greatly from 
the detailed modelling and well 
textured clothing. Action was mostly 
restricted to a 2D plain (and retained 
the slick 2D timing as a result), but a 
side-step function added depth. The 
game received decent conversions to 
the PlayStation and N64 in 1998 
courtesy of Eurocom Entertainment. A 
Dreamcast version renamed Mortal 








Then there were the legendary Fatalities. 

Spines were pulled out, heads sliced off, 

bodies burned to cinders. The impact was 
enormous. People who never usually entered ie 
arcades gathered around to witness the carnage “= 
for themselves 


Kombat Gold, which sported five 
extra characters, followed. By now, 
however, the likes of Soul Calibur and 
Virtua Fighter 3 were shifting the 
visual and gameplay goalposts. 
Midway realised that radical changes 
were required. 

Mortal Kombat remains one of the 
most notorious brands in the 
videogame pantheon. In many ways, it 
represents the triumph of totally 
extraneous factors, such as gore and 
Storyline, over actual gameplay 
mechanics—a strange and somehow 
admirable achievement. Throughout 
the lifespan of the brand, hardcore 
gamers have complained about the 
series' lack of depth, and the 
‘cheapness’ of the moves, but this 
has given MK a wider casual following 
alienated by the difficult combat 
systems behind other fighters. Mortal 
Kombat is about instant gratification— 
you hit a button and a nanosecond 
later an act of cheap violence is 
perpetrated. And while our sordid love 
affair with cheap violence continues, 
the Mortal blood will flow. Here’s to 
number five... 
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Although Trilogy 
was a notoriously 
buggy game, it 
still featured the 
largest cast of 
MK characters 
ever assembled. 


With MK4 the 
series finally went 
into ЗО and 
featured fully 
polygonal 
characters. 
Weapons were 
also thrown into 
the mix for every 
character. 


Only released for 
the now-extinct 
Sega Dreamcast, 
this ultimate 
version of MK4 
featured several 
extra characters. 


One of MK's 
oldest and best 
characters got his 
own solo game. 
Mythologies was 
supposed to be 
the first game in a 
planned series 
but ended up 
being the last. 






Unfortunately, 
development 
problems plagued 
MK: Special 
Forces, keeping it 
from reaching its 


` potential. The 


game did only 
cost around $20, 
though. 
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Through its high апа low 
points, the Mortal Kombat 
series has remained one of 
videogaming's most popular 
franchises. From the looks of 
these screens, that devotion 
should really pay off when 
Deadly Alliance finally hits 
store shelves early this Winter. 
While longtime Kombat veter- 
ans are sure to enjoy the new 
characters and additions to the 
Mortal Kombat mythology, it's 
the game's innovative new fea- 
tures that could bring in an 
even larger fan base. One 
thing is for sure: a project with 
the legacy and ambition of 
Mortal Kombat: Deadly Alliance 
is not one to be missed. 


Throughout the series' long history, several characters have come and gone. Ultimately it's the fans that have decided which ones stay—how 
will Kombat fans react to this generation's lineup? As long as Scorpion still says "Get over here!”, millions of fans are sure to be happy. 









































orget the last ten years. Mortal 
Kombat, currently well into 
development with Ed Boon again at 
the creative helm, is being pitched as a 
new beginning for the MK series. ‘After 
several sequels, any play mechanic grows 
tired and it becomes time to wipe the slate 
clean and reinvent the game. This is exactly 
what we've done and we are very excited 
., with the results’, explains Boon. ‘Over the 
ars, Mortal Kombat has evolved into 
fighting with a lot of magic spells, teleports 
and projectiles. Deadly Alliance is going to 
ud back'to what MK originally started 
.. fighting.’ 
т important part of this rethink comes 
from the fact that;.for the first time, the 
game is being designed ‘from the ground 
up' as a console original, rather than an 
arcade conversion. Without the need to 
recreate a short, sharp coin*ep experience, 
Boon reckons the team is free to develop 
the story element of the series which has 
been one of its strongest features through 
those dark years after Mortal Kombat 2». 
e Deadly Alliance of the subtitle is — 
bétween sorcerers Shang Tsung and 
i: both long-time members of the 
Each has acquired an enormous 
amount of power since the last title, but in 
order to ensure the destruction of Rayden 
and the mortals,*they have joined forces. 
There are apparently a number of subplots 
brewing away in the background, too. 

In the foreground are ‘the detailed 3D 
visuals. Midway is promising, about 21 
environments, all richly lit and’ 2mploying 
the kind of techno-gothic backgr: ind detail 
we've come to expect from a series*in 
which science fiction mixes effortlessly-with 
ancient Japanese and Greek themes. Acid 
baths, swamps, ghost ships, palaces and 
church ruins are among the roster of 
gloomy atmospheric locations, and many of 
hese will maintain the multi-level design 
oduced in Mortal Kombat 3. There will 
азо Бе weapons littering the ring, providing 
extra firepower to the characters—one of 
the most popular features of MK4. 
esign, like every other 





















These environment designs show that 
the Mortal Kombat team,are sticking 
with the series’ dark, mythological 
styling. Fire is a popular decoration 


Characte 
element of the franchise, has been 
totally rethought and updated. Cage, 
Rayden, Sonya, Scorpion and at least six 





other MK favorites will be returning. Several 
new characters have also been announced, 
including a female Sub-Zero. For the first 
time, everyone gets a super-detailed 
costume that rips to shreds as the action 
wears on. The characters also bruise and 
bleed—although the horror movie-style ` 
spurts have been removed in favor of a 
more realistic representation of damage. 
Now the blood drips down the fighters' 
bodies and stains their clothing. 

There is also a new, potentially 
innovative combat system, which Boon is 
clearly excited about. "Traditionally in 
fighting games each character has had his 
or her own fighting style and that's it. Some 
of today's fighters even share attack moves 
between characters. The new feature being 
introduced in Mortal Kombat: Deadly 
Alliance is multiple fighting styles per 
character. At any time during the match, 
each fighter will be able to switch between 





The fighters’ clothing can be ripped — 
and even removed – during combat. 
Here is Sub-Zero in both "fully 
clothed' (top) and 'dishevelled' 
(above) modes 
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„ Will also be custom combos that 






[at least three] fighting styles, each 

with its own stance, punches, kicks, 
counters and secret moves. Some 

fighting styles will involve weapons, some 
are more offensive oriented and some more 
defensive. It's the combination of these 
styles that will define the character's 
abilities. This really opens the door to some 
cool combos. For instance, you can start a 
combo while in the "Tai Chi" fighting style, 
change to "Tae kwon do" and finish off the 
combo in that style. We have also removed 
the "run" button, which was originally 
added (MK3) for the arcade market to keep 
the pace of the game up'. 

Fatalities will of course be back, 
although all the other gimmicky ‘alities’ 
introduced throughout the series have been 
ejected. The aim is clearly to take the game 
back to its dark roots, to banish the camp 
indulgences; MKS is going to be the Slip 
Knot of fighting games. The fighting 
mechanism is also imbued with a two-tier 
set-up, similar to that of Virtua Fighter. 
Beginners will be able to pick up the pre- 
made button combos pretty easily, but there 


participants create and mix as they go 
along. Of course, the foundations of this 
system were present in MK2, but here, with 
no flamboyant spells to cloud the gameplay, 
the fighting.subtleties come to the front. 
Along withthe usual VS, Arcade, Tag 
Team and Practice modes are some 
interesting mini- 
challenges. Making 
its return from MK1 
is "Test Your Might', 
in which players 
have to smash a 
series of objects. 
This will be 
accompanied by 
‘Test Your Sight’ 
which apparently 
involves. ‘keeping 
your eye ona 
shuffling object' 
Sounds a bit like 3 
Card Monte, whic 
is perhaps a little outs, 
of place in a brutal — 
fighting game, but 
never mind. Midway is also iricluding a 
token system or 'kurrenoy': earning gold, 
silver and bronze coins will unlock hidden 
characters, backgrounds and extra 
features. Players will also be able to p 
wagers on their performance in challenges 
and sub-games. That about covers 
gambling and violence—where's the sex 
and alcohol? Perhaps in Mortal Kombat 6? 
Deadly Alliance has a tough job ahead of 
it. The Mortal Kombat brand has been 
somewhat devalued by later additions, and 
the sheer*gameplay and graphical quality of 
VF4, Теккећ4 and РОАЗ means that gore 
alone—no matter how deliciously 
gratuitous—is unlikely to be enough. But 
Boon's enthusiasm à hout this project, 
coupled with the impressive screenshots 
and the ‘start from ѕсгаїс! 
promising. If the game can truly 
new ideas to the fighting game genre, it will 
be more than welcome. 





The new multiple-move-set fighting system 
gives combatants up to three styles to choose 
from during a bout. It is also possible to pick 
up weapons and adopt weapon-based moves 
into the system 
































Midway is aiming for 
around 21 different 
environments. This one is 
Quan Chi's Fortress, 
which mixes Ancient 
Greek and '30s Art Deco 
motifs to impressive effect. 
Lighting plays a vital role in 
Deadly Alliance 











< 072 





Е 
E 


KOMBAT | 


n 








Mortal Kombat 
Dead, Alliance 


A The original Mortal Kombat is perhaps the most notorious mature game ever. Ten years 
later, the blood flows more freely than ever. 


ANTICIPATED MATURE CONTENT: 
HAND-TO-HAND KOMBAT OF THE 
BLOODIEST, GORIEST, MOST 
FATAL KIND 

The release of home versions of 
the first Mortal Kombat triggered 
Mortal Monday back in late 1992, 
and introduced both parents and 
politicians to the series’ now- 
legendary Fatalities (our favorite? 
Sub-Zero’s head-and-spine rip, of 
course). In fact, you could say that 
its release had a huge hand in the 
formation of the ESRB. Now the 
series is reborn on next-generation 
systems, and the gore factor looks to 


| be higher than ever. We still can't 
| explain why a simple uppercut would 
_ | cause a gushing fountain of blood to 


| erupt when it connects, but it was 
| strangely cool back then, and it'll 
probably still be cool now. 





ANTICIPATED MATURE CONTENT: SWEARING, NUDITY, VANDALISM b. 
This title lacks the focus on violence that the other games on this list 


So, what does this influx of 
mature-themed games mean to 
the industry? Ultimately, we think 
it's a good thing. It's a sign that 
people are finally realizing that 
games aren't just kid stuff, and 
that gaming is continuing to 
explore new areas and deliver 
new experiences. 

Should youngsters play these 
games? That's up to the parents 
and kids to decide together, but in 
many cases, probably not—after 
all, they're M-rated. Will these 
titles offend some people? Of 
course. The thing to remember is 
that some games are not meant 
for children, just as some forms of 
music, movies, or art are made 
for a select, more mature 


audience. And for those players, 
this looks to be a banner veab 











What does Sony think about 
mature games, and the effect it 
could have on the PS2’s image? 
We asked, and here's the 
response, word for word. 


"Sony Computer Entertainment 
America believes that our role 
as the platform holder is to 
build and inspire the 
PlayStation content develop- 
ers in order to provide the 
most diverse gaming libraries. 
We do not control or censure 
content developed by 


ч 
to stifle the creative process. 


party, have chosen to adopt the 
guidelines set forth by the ESRB. 
As you may know from your con- 
versations with ESRB, the ratings 
are designed to give consumers 
information about the content of 
a title and for which ages it is 
most appropriate. The ESRB 
maintains that consumers should 
use the ESRB ratings in 
conjunction with their own 
tastes and standards when 
choosing a game” 


< 


All publishers, both first and third | 


2 Could you protect 


possess, but it might be the most shocking of all—after all, who would have 
guessed you could even make an M-rated BMX game? And believe us, this 
game is M-rated from top to bottom, filled with nudity, coarse language, and 
incredibly politically incorrect humor. You can create a female rider who rides 
around topless, visit a strip club to watch real video of real live strippers, and 
interact with МРС, including an F-bomb-dropping New Yorker, a mentally ill 
little boy who constantly pees in a swimming pool, and a firefighter with a 
drooping firehose who "Can't get it up". Weird. 


oe. com / 


| buds? You could if you 


licensed developers and 


publishers, nor do we want Sounds right to us! 





Budding Maturity 


Just before press time, 3DO sent us this art from the first title to benefit 
| from 3005 new, “fewer, better games” attitude. It's an M-rated, as-yet- 
| untitled, Devil May Cry-style action game in which you play a heavily-armed 
| archangel named Abaddon, who faces off against the Four Horsemen of the 
| Apocalypse. Due around fall of 2003, the game features suitably moody 
| design work by comic artists Simon Bisley (Lobo, Judge Dredd, Heavy Metal) 
| and David DeVries O¢Men). If ЗОО ош 
| through on its promise, this 
Í could be very cool. 












three chosen humans 
from this badass and his 


were an archangel 
with big guns 
апа ап 
attitude. 








THE FUTURE OF PS2 «; 
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Кий = old-school is back to teach 
ки ЕЕЛЇЕКЕЙЕ” ews gene ation A lesson 


| such as Shinobi, Contra, and Rygar 


| the only legendary series making 





to what you can expect from the 


E: -MEET- ]1-2- g— 


They may be better known for their work on Skies of Arcadia 
for Dreamcast, but the team behind Sega's next-generation 
Shinobi game aren't new to the series. Overworks president 


Noriyoshi Ohba (pictured, left) played a key role in the develop- 
^w, ment of the legendary Revenge of 


Shinobi for Sega Genesis, and 


various staffers had hands in every 


Shinobi title dating back to the 


original arcade game. Takashi Uriu 


(right) is the game's producer. 

















PS2's new Shinobi will 
be the first game in the 
series to feature a 
cohesive storyline. 
Largely told through 
gorgeous CG cinemas 
like this one, it will 
follow Hotsuma over 
the course of 24 hours 
and promises to offer 
plenty of thrills, 


intrigue, and surprises. А The story begins on boar 


| Judging by the splash they made at 
| this year's E3, the return of retro series 


| could mark the beginning of the next 
| big trend in gaming. But they're not 


comebacks—here's an essential guide 


classic gaming revival over the next few months! 


is helicopter. 
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Think Devil May Cry’s Dante is a badass? Wait until you meet 
Hotsuma—Shinobi’s katana-wielding beast from the East! 


Ask any hardcore gamer for the top 
10 classic series they'd like to see 
revived, and Shinobi is sure to be near 
the top of the list. After years of 
begging and pleading on the part of 
loyal fans, Sega has dusted off its 
shuriken and dry-cleaned the ol’ ninja 
suit for Shinobi’s return on PS2 
following a two generation absence 
(Shinobi Legions for Saturn, in its eye, 
never even existed). 

Having been wowed by the game 
at this year's E3, we just had to know 
more—so went straight to the source: 
Sega Overworks producer Takashi 
Uriu, the man behind the rebirth of 
ninja magic. Taking time out from the 
hectic development schedule, Uriu 
shed light on the secrets of his work- 
in-progress to us in this revealing, 
world-exclusive interview. 








A Hit by enemy fire, it begins to go down. 


www.psmonline.com 





A Hotsuma’s on board and has to get out! 





Ж Despite his helmet's 

glowing "eyes", Hotsuma 
isn't supposed to be 
a cyber-ninja 

















did you 4 
specifical- ' 
ly choose to 
bring Shinobi back 
from retirement? 

1 : The 
remaking of Shinobi is : 
something that's been in discussion 
since the days of the Saturn and the 
Dreamcast. Last year, after Sega 
announced its plans to switch to a 
platform agnostic stance, we at 
Overworks felt that we needed 
to bring to the rest of the world a 
franchise that was fresh and 
exciting. Amongst all the 
franchises that Overworks 
owns, we felt that 
Shinobi was the most „ 
fitting one for | 
this job. 


































А. He leaps! 











How does it feel to be 
working on a classic series that so 
many gamers around the world 
expect so much from? 

Not only do we need to live up to 
the expectations of Shinobi fans, we 
need to create a game that will attract 
new fans to the series. Trying to 
balance these two aspects has made 
development very difficult. But, with 
team members from previous Shinobi 
titles working with us and advising us, 
coupled with the strength of the 
development team itself, things are 
proceeding quite smoothly. We, too, 
are all fans of the franchise, and we 
are all honored to be allowed to work 
on the new Shinobi. 





P. 








PSM: Besides the 3D graphics and a 
new character, what other big dif- 
ferences can fans of the earlier 
games expect? 

TU: Players will find a sort of old- 
school refreshing level of difficulty in 
this game. Also, with the addition of 
the wall running technique, players 
will find that they have even more 
control over their character and that 
will be a very important part of the 
strategy in the game. 

Also, the main weapon in the 
game has switched from throwing 
knives (the main weapon in the 
original games) to a katana. That 
changes things drastically, as the 
player must now dispatch enemies at 
a much closer range. 

But, perhaps the biggest break 
from the original Shinobi games is the 
addition of a deep and intriguing story. 
Most ninja stories or games have 
primarily focused on ninjas being 
cold-hearted, killing machines. 
However, we decided to focus on the 
more human aspects of ninjas, 
creating a tragic and dramatic story 
and atmosphere. 





1: Why did you choose to 
develop the game for PS2 specifi- 
cally? 

TU: With games like Sakura Wars and 
Guru Guru Onsen already out on the 
PS2 [in Japan], it was simply the 








А. As he falls, the ‘copter starts to explode. 















A In addition to his katana and throwing 
knives, Hotsuma will be able to use powerful 
hand-to-hand moves against enemies. 


> Running along walls is one of Hotuma’s most 
useful skills—it will even be used to reach 
otherwise inaccessible areas, 

platform that we had the most experi- 
ence on. And we had also decided 

that we wanted to release this title in 
the winter of 2002, and the market 
analysts have stated that the PS2 
will have the largest 
userbase [of all systems] at 
that point in time: 


t: What was the inspiration 
behind Hotsuma's long red scarf? 
There are many stories and games 
about ninjas throughout the world, so 
- we wanted to give Hotsuma 
something that would make 
him instantly recog- 
* nizable. After we 
decided to give him 
a scarf, the designers, 
half-jokingly, made it 
super long. One look at 
Hotsuma, with his red 
scarf trailing behind 
7 him, flowing gracefully, 
and the entire team 
was enthralled. We felt 
that we had found our 
image. 





1: Will you be adding 
distinctive elements or new 
gameplay mechanics for each 
level, like the horseback riding in 
Shinobi 3? 
TU: While we are not planning to 
include anything as dramatic as 
horseback riding or anything else 
that completely changes the eame 
mechanics, you can expect new 
experiences at each of the many 
levels of the game. New enemies, 
new traps and environmental inter- 
actions, and an increasing complexi- 
ty of level design for players to jump 
from wall to wall in. While the 
player will have access to all of l 
Hotsuma's abilities from the j A 
beginning of the game, the player revealed, but this cool- 
will be required to use them in looking ninja's headgear 
Т 5 looks a lot like 
new and interesting ways as he ог Hotsuma’s—could he be 
she progresses through the game. an old rival, maybe? 





: A lot of the moves 
Hotsuma performs (such 
as running along 

y walls) are extremely 

cool. Were you influ- 
enced by any 
specific anime or 

movies during the 

game design? 

TU: In Japan, we are 

exposed to tons of 


à Aomizuchi's 








A Perfect form—but where's the Bungee? 4, It's a long way down—what will he do? 
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А Easy: he’ll use his sword to slow down! 


B5 















samurai and ninja-based movies, ТҮ very long time to clear - 4 The game's star, Hotsuma, is 

ows, and stories since our — - completely, with all secrets / ыы m coe ш. he doesn’t 

2 д care if he gets seen—how else can you 
childhood. It becomes a part of us... and whatnot. Each stage explain that super-long red scarf? 

they are our heroes, in a way. Having Will also have two 3 

always been intrigued by ninjas since separate boss characters. 







































Linnie lice 
Enemies 

Think the idea of two bosses per 
titles, there will be a limited level is hardcore? Try this on for 




















childhood, we all wanted to capture Тһе will be two number of ninjyutsu (ninja size: one of them will actually be a 
the essence of a ninja... the silent different types of ‚ magic) that the player сап massive battle tank! Swords and 
rage... the honor. We tempered that bosses: ninja and „use. Although that number shuriken are one thing, but how 
with a little bit of Hong | demons. / may be limited, each will will the ancient ninjitsu arts stand 


up against modern military 
muscle? Like the famous tank 
encounter in Metal Gear Solid, we 
can only imagine there's a pilot in 
there somewhere... 


Kong/Hollywood action movie Each of the ninja 
elements (special effects, wire work, will be a jyounin 
etc. is what really got us thinking), as (upper level ninja) 
‘Well as some of the "newer" action with unique abilities, so 
heroes like Spider-Man. And while the player will be faced 
pecific anime, per se, _ with extremely high-speed 
ur design, we took a combat. And just like the 
at Capcom's Devil May games of old, we plan to 
heavily influenced by its include demons that are 
-the style of cool action enormous in size (more than 
sequences. : 30 feet tall) that will frighten 
: you just by looking at 
PSM: How many stages will there them. And there may 
be, and what sort of boss charac- be even a few bosses that will 
ters have you dreamt up for them? surprise the users, as we are consid- from Shadow Dancer? 
TU: There are eight stages. The demo ering things such as modern day TU: Our primary objective when 
stage that you saw at E3 is the equiv- weapon bosses [like tanks] and such. designing the game was to create an 


have a spectacular effect, so. 
they will be essential to the 
gameplay. At this point in 
4 time we are planning on imple- 
t 4 menting three to four different 

ib types of magic. We feel that this is 
a very important feature in the 
game, so we feel confident that we 
E: will come up with results that will 
ll please everyone. 






PSP: Have you considered adding 
У 2 PU ON 

ч INO pave node: What аро / Не defeated ninja masters, but how 

bringing back the dog sidekick can Hotsuma beat this mean machine? 


alent of perhaps one-eighth or one- experience that was extremely 

tenth of one of the final stages. As PSM: Will Ninja Magic work any enjoyable from a single player per- 
you can see, they will be humongous differently than in the previous spective, so unfortunately, we haven't 
and very complex in nature. We games? planned for a multiplayer mode. We 
guarantee that each stage will take a TU: Just as in the previous Shinobi had thought of a mode where 


perhaps players could fight side by 
¥ The semi-futuristic vision of Tokyo that the Shinobi team is creating looks nothing short of side, or even fight against each other, 
stunning, with amazing architecture and lots of areas—many hidden—for Hotsuma to 5 " 
explore. Throw in one of the coolest-looking heroes yet and you have one stylish game! but in the end, we decided to hold off 
EU M on those features for our next 


— : meses installment. As for the dog, to 
| be honest, | love dogs. І have 
a pet dog, in fact! But, unfor- 
tunately, ninja dogs will only 
appear as Hotsuma's enemies з 
in this game. 1 


/ Well, for one, the steaith dash comes 
in handy to avoid its powerful cannon! 













M: Will there be any mini- 
games, like the shuriken- _ 
throwing in the original 
inobi? 
uring the game, we - 
- wanted the players to 
primarily а on the 










‘However, upon sane the 
game, we are considering 
adding various gameplay 
_ modes that are similar in nature. 












23 


^. He rides down like it's nothing new. À. Shards of glass rain down as he slices. ^ Finally, he lands on the street below. à The badass has arrived, set for action! 
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ONCE UPON A TIME... 
STEEL FAR OUTWEIGHED THE VALUE OF GOLD. 








EPIC ACTION LETS YOU SLASH YOUR WAY CAST MIGHTY SPELLS AS MERLIN, 





INTENSE STRATEGY IS THE KEY TO VICTORY 
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The once shattered series eyes a 
return to greatness in Shattered Soldier 


fter taking a generation off 
to work on strategy 
games—the Vandal Hearts 
\ | series, in particular—the 

7 brains behind Konami's 
seminal hardcore shoot-em-up series 
are back on active duty. Picking up 
where they left off with the glorious 
SNES blaster Contra: The Alien Wars, 
the team has its sights set on creating 
a true shooter for the 21st century— 
but it also has the task of returning 
this beloved series to its former glory 
after two seriously flat installments 
on PSone. 

Their plan is three-fold. Step one: 
make sure it plays like Contra, It does. 
Step two: make sure it looks like 
Contra. Thanks to the dark creative 
vision of artist Ashley Wood, it does. 
Step three: update the series for a 
new generation, but don’t mess with 
it too much. It’s that last bit that has 
us most excited, and, at least so far, 
what we've seen is promising. 

One major thing the team’s doing 
is to integrate the different types of 
gameplay seen in previous Contra 
outings—vertical scrolling, overhead 





aR, Cir Maot — s 


The perspective will change 
frequently during Contra’s levels— 
one second you'll be running from 
side-view, the next you'll hop onto 
a speeder bike and go zooming 
into the screen, all without as much 
as a second's pause. 


De2Fendear 
| ¥ The graphical difference is tremendous, 
| but fans of the original will recognize its 


58 / PSM: 100% INDEPENDENT PLAYSTATION 2 MAGAZINE 


| classic gameplay right off the bat. ` 


> 





> The first level's main 
boss continues to 
mutate as you attack 
it, until it eventually 
starts puking putrid 
slime at you. Yikes! 


view, 3D maze running—into 
one seamless experience. 
Instead of switching views 
every level, the game will mix 
things up on the fly, The result 
is a game that plays primarily 
in two dimensions, but will 
transition to more 3D-style 
sequences (such as riding a 
hover bike towards the screen) and 
back within the same level. 

Another interesting element 
being added to the mix is the Hit Rate 
meter. Borrowing from their experi- 
ence in developing adventure games, 
the team is actually aiming to give 
players more freedom in how the 
game progresses. Simply described: 
the better a player you are, the more 
of the game you'll see and the better 
the ending you'll get. How accurate 
your shooting is, how much you 
destroy, and which path you take will 
all factor into your Hit Rate, which is 
displayed prominently at the top of 
the screen. This alone should help 
give the series a freshening up—not 
to mention more replay value. 

Factor in an actual storyline that's 


very mature (the main character has 
killed his old partner, for goodness' 
sake), plus plenty of nods to previous 
games in the series (yes, even the 
classic “level complete" theme) and 
this retro revival —due in November— 
should make long-time fans 
drool with anticipation... 
and smile at the chance to 
finally forget those awful 
PSone games. 


» MIDDLE: Flame throwers 
work best against these 
airborne enemies, which you 
can fight while hanging onto 
the rail by one hand. 


> RIGHT: Part-way through 
the first level, you'll hop on 
snowboards and race downhill 
battling a worm-like boss. ae 


У You'll actually ride this hover bike into, out of, and across the screen while fighting a hovering 
mini-boss—who, like many of the game’s enemies, has several varied forms and attack patterns. 
E 1 3 Ld 


- Ua Р, 
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J| he Diskarmor, 
| |abladed 
shield on a 
chain, made 
for a good- 
looking sprite back on 
the NES, but for Rygar’s 
| return on PS2, the 
series' designers have 
turned it into one of the 
E best new play mechanics 

IE we've seen in a long time. 
Using the analog stick 
B to guide it, the Diskarmor 
"&. can be made to whip 
> out at enemies, 
E activate switches, 
swing from anchors, help scale walls, and 
even embed itself in enemies who can then 
be twirled around into 


Tecmo's 8-bit action hero is back, but his incredible weapon may 
be the real star of this legendary journey 


section of a coliseum, are a true measure of 
what to expect. There'll be story a-plenty, but 
the real focus—as it was in the original 8-bit 
game—will be on constantly assaulting the 
player with wave after wave of enemy. 

Then there are the boss encounters 
themselves, which pit the leather-armored 
Rygar against massive, multi-screen mon- 
strosities ripped from Greek mythology. One 
example we've seen is a statue-like boss 
that’s so large he must be scaled using the 
Diskarmor, then hacked away at, exposing his 
soft innards—yikes! 

With its gorgeous Greco-Roman settings 
and innovative play mechanic, this is certainly 
one of the more technically impressive retro 
revisitings in the cards. Look for much more 
on this promising action-adventure creation 
as its November launch draws near! 





others—all with extreme 
fluidity. It's also the key to 
Rygar: The Legendary 
Journey’s overall working 
theme: total destruction. 
Smashing the already | 
gorgeous-looking levels to itty- 
bitty pieces won't just be 
possible, it'll be essential to 
progressing further into the 
adventure. There are simple 
examples, such as knocking 
over a pillar to create a bridge, 
but the more extreme ones, 
like knocking down a whole 





Aa p 
ER These giant cyclops are ready to 
2 rock—hit ‘em where it hurts, Rygar! 





Еа ре» Tm Reuive 


In the spirit of PS2’s retro resurgence, here are five 
fabulous (but forgotten) classics we'd like to see 
brought back from retirement on our favorite system. 








































BIONIC COMMANDO 
This is one of our favorite 
NES games—sometimes 
we close our eyes and 
imagine how the whole 
extending-arm play 
mechanic would translate 
to 3D. Good stuff! 


DOUBLE DRAGON 
We've been dying for a 
good 3D beat-'em-up for 
YEARS, so why not head 
back to the genre's origins 
for a real.blast from the 
past? The Bouncer had 
nothing on this classic! 


ACTRAISER 

Dark Cloud borrowed 
elements from this SNES 
deity-sim and action 
game hybrid, but we want 
the real deal—stirring 
Yuzo Koshiro orchestral 
score and all! 


SPLATTERHOUSE 
Survival Horror is okay, 
but we need a total gross- 
out game. What better 

to fit the bill than Namco's 
tale of a hockey mask- 
wearing anti-hero with 

a chainsaw? 


CYBERBALL 

This multi-player, future- 
sports classic was the 
only football game we can 
remember that featured 
spiked robots and an 
exploding ball—now 
that's what we call an 
extreme sport! 
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Prepare yourself for the most terrifying survival horror RPG 
of your afterlife. Change at will between four unique and 
powerful characters as you face the unspeakable caretakers 
of the 9 Circles of Hell. With dozens of weapons and 
powerups at your fingertips, will you conquer the Inferno... 
or become a permanent resident? 


RATING PENDING 


3 Visit www.esrb.org 
RP or call 1-800-771-3772 


for more info. 
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s videogames continue to evolve and 
change, the hardware powering them also 
has to adapt and become something 
greater. Generally, this can only be done by 
releasing add-ons which provide something 


\ that the original console can’t do. However, 
for the most part, add-ons have never 
become popular. You just have to think back to the days 
of the Sega CD and 32x or, even more recently, the 
Nintendo 64's G4DD drive in order to see that. In the 
case of the PlayStation 2, however, this trend may not 

















The First Step 


On its journey to expand the PS2 beyond its console roots, Sony will first 
have to overcome one major challenge. On August 27th, the Network 
Adapter will be released and the millions of gamers out there will finally 
get their chance to see what online is all about. It’s definitely going to be 
a challenge for Sony to convince people that this little $40 peripheral is 
a must-have, but the dozens of titles in the works will certainly help. 
Regardless, Sony needs to do whatever it can to get this product out 
there, because it’s the most crucial part of the future equation. If it 
doesn't sell, then Sony's dreams of expanding the PS2 will all but 
crumble to dust. No pressure, right? 


The only other speed bump on 
Sony’s highway to the future is the 
HDD, or hard drive. Of all the add- 
ons that the company is currently 
envisioning, it is the most expensive 
and, perhaps, the most important. 
The Network Adapter only gets you 
online. The HDD helps to provide a 
compelling experience that should 
hopefully keep you online. 
Unfortunately, unless Sony 
can get the price of the HDD 
| down to an acceptable level, 
you're probably not going to see 
many people buying it. And if 
people don't buy it, then devel- 
opers are probably not going to 
support it. Sony needs a killer 


Неге the first 
“must-have” for 
gamers who want 
. to play online: the 
_ Network 


Adapter. 
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The hardware of Ethe Future... 


continue. Sony is a very savvy company and if there’s 
one thing it knows, it’s how to sell to consumers. It also 
knows that there’s a whole world of potential profit to 
be made from the quickly growing PS2 userbase. 

Over the next year, the company plans to roll out 
several innovative products which look to expand the 
abilities of the PS2. It views the console as something 
more than just a device for playing games on. Let’s 
hope consumers will, too. Take a closer look at some of 
the add-ons that will change your PlayStation 2 into 
something completely new and different. 





A Definite Hard Sell 


game that truly makes use of the 
hard drive and shows what new 
things are possible. Fortunately, two 
such games may appear as early as 
Spring of 2003. Both Final Fantasy 
ХІ and EverQuest Online Adventures 
are eagerly anticipated and both 
take advantage of the 
drive to speed up 
loading times and create 
persistent worlds that 
are constantly changing. 
Also, other possibilities 
for the HDD include 
turning your PS2 into a Ў 
Tivo-type system where it 99 

could record all your dd 
favorite tv shows, or as a 













Just Eye Candy?” 


Throughout the history of 
videogames, the controller has 
always been an important piece of 
the equation. After all, how else 
could you tell the console what to 
do, right? We've all just gotten: used 
to holding something in our hands 
while playing games. Well, thanks to 
the efforts of Sony's London devel- 
opment studio, that might actually 
change pretty soon. 

1 Now, after several years of 

{ research, the studio has managed to 
develop a way for the PlayStation 2 


storage device for all your MP3s so 
that you can play all your favorite 
tunes anytime you want to. With this 
device, it definitely seems like the 
sky’s the limit! 


e 


to recognize commands using only d 
simple USB-based Webcam and 
two colored balls. The technology 
may still be a bit primitive right 
now, but the potential is definitely 
there. Soon, you may not have to 
use a controller at all. You'll just 
move your hands in front of the 
screen and be able to play the 
game that way. Currently, several 
titles are in development and slated 
for release by the end of the year. 
Does this simple Webcam signal the end 


of handheld controllers? Only time, and 
Sony's London-based studio, will tell... 


ini 


THE FUTURE OF PS2 «$ 


4 Why push buttons to move 
your troops around when 
you can just scream at them, 
like in the real military? 
Logitech’s headset mic will 
give you that option. 


Your hands may be full with the DualShock 2, but that doesn’t mean you 
can’t strap something onto your head and discover even greater gaming 
pleasures. We suggest Logitech’s PS2 headset microphone, which makes 
barking orders to fellow soldiers in SOCOM blissfully easy. Plus, with support 
for the headset now part of the PS2 development libraries, you should soon 
be able to use it for planning strategies and talking smack in any number of 
titles, from shooters to sports games. Right now, though, the headset only 
comes packaged with Sony's online title, SOCOM, but there's a chance that it 
will be sold separately in the near future. 





| Recently released in the U.S., the Linux Kit turns your PS2 into a full- 


fledged PC with the ability to create 
new games and programs. It runs 
around $200 and comes with a 
mouse, keyboard, software, 
Broadband Adapter and a hard 
drive. If it’s successful, maybe 

Sony will release other versions 


| of this package, but with different ! 
| operating systems. 


Hey kid, wanna program games? 


| This is the set-up you'll need if that's 
| your goal: the Linux kit. Be warned, 


~ though, it’s not cheap. 


line.com / 
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7-3 Burnout 2: 
iB Point of Impact 


Hilman 2: 
Silent Assassin 


Jet X20 
E Legends of Wrestling 2 
EXD Lord Of The Rings 
Shox | 
EL) The Sims 
Sly Cooper 
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Turok: Evolution 
WWE Smackdown! 4 

game, the developers made 


слона e 
HOT GAMES e 
the crashes in Burnout 2 even 
Don’t waste a second; id ices ais 
[шгп on over to these 
big games NOW! 


Racing through traffic was never this fun 



















































А Wanting to outdo the first 

















espite some visual “glitches”, stuff. After all, the racer did run at 6Ofps middleware engine which powers AAA 
such as the shimmering and practically all the time and featured some — titles like Tony Hawk's Pro Skater 3 and 
aliasing, the first Burnout did amazingly impressive crashes. Not bad for Grand Theft Auto Ill and you can see 
show that the developers at the first time, huh? Also keep in mind that their potential. Now, almost a year later 
Criterion Games know their this is the company that designed the and with a lot more experience, the 


s Йй РОТЕ m company is readying a grand sequel that 
joing with The Fast And The Furious, Burnout 2 fea- 4 3 
tures plenty of decked-out vehicles that go very fast. looks to impress racing fans everywhere. 








Movie-Inspired 
Inspired by such movies as The Fast And 
The Furious and Speed, Burnout 2: Point of 


Hitman 2: Silent Assassin pg. 84 





4 The green arrows are back and direct you in 
which direction to go. You'll never get lost. 
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ак Timer: 0225.082 


4 The easier tracks feature the freeways 
since it’s easier to dodge the traffic. 


Impact can best described as that big 
budget, special effects-packed, sum- 
mer spectacular that’s actually inter- 
active. Taking place in six new U.S.- 
inspired locations, the game will 
include a whopping 32 courses wind- 
ing through Los Angeles, the Rocky 
Mountains, New Mexico and even a 
busy international airport. Compared 
to the first game, these new courses 
will be larger, feature twice the level of 
detail, and have a much further draw 
distance (so you can see further). 

One of the main draws of Burnout 
was the amount of traffic that you had 
to drive through. Each race was an 
adrenaline rush, as even a slight mis- 
take could cause you to barrel head- 
on into a two ton semi. Well, get 
ready to be stressed out even more, 
because not only has the traffic 
amount been increased in Burnout 2, 
the Al has also. Drivers react even 
more unpredictably, so you never 
quite know what's going to happen. 
Because of that, even more spectacu- 
lar crashes are bound to happen. 


Super Crashes 

Speaking of crashes, the 21 cars in 
this sequel can take a far greater 
detail of damage than was possible 
before. Basically, every major thing 
you see on the vehicle can be 
deformed and broken off. Crashes 
often result in an explosion of pieces 
and debris flying everywhere. It all 
sounds great, doesn't it? Well, let 
me make the whole thing even 
sweeter by saying that Burnout 2 
will not only run at a locked 60їрѕ, 
it will also utilize full-screen anti- 
aliasing to smooth out all those 
jagged edges that marred the origi- 
nal game. We don't know about 
you, but come this fall, we're defi- 
nitely going to be in the driving seat 
of this game. STEPHEN FROST 


Can the magic of the PC hit translate over to 
the PS2? We hope so. 


«« WITH MORE DEFORMABLE 
PARTS, THE CARS REALLY BREAK 
APART DURING CRASHES >> 


nanma 
ваа 


sursa 


Tips for 
Wreckless 
Driving 

With the improved intelligence 
of the oncoming cars, it’s hard- 
er to predict what way they'll 


react. You'll have to have fast 
reflexes to survive these races. 


spani 


А А lot more detail has been put into both 
the cars and the backgrounds. Pretty! 


4. The game still runs on a timed checkpoint 
system. Will he make it in time? 


д 


Lag: 3/3 


А You always have to be on your guard 


т: а ар > with this L.A. traffic. It’s crazy down there. 
А Don't games look so much better when they use anti-aliasing? We think so. 


PSM BREAKDOW 


Ап up-close look at 
the game in action 


| > The intelligence alligence | 
Is the other drivers | 
| has also been doa 
improved in order | 
| to give the traffic «| 
1 more of an unpre- | 
dictable feel. You'll 
never know quite 
how they'll react. 


|» More sections of 
| the cars can һе 
| destroyed now, so 
| players can expect il 
| even more insane | б | А The polygon 
| crashes and explo- — | : | Ж | counts їп the cars 
| sions. Pieces will be h h | have been greatly 
| flying everywhere. : | | increased, as have 
D j : | the detail levels in | 
= < [ttie various racing 
environments. 
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А Learning to take those turns well 
increases your chances of victory. 


А There are over 30 unique tricks in the game and players will want to see them all. 


GAME INFO 


alez’ 






| 5452 н : 
A Check out this guy in the mohawk. He 


sure is freaky looking! 





















ne of the pleasant 

surprises at Sony's E3 

booth this year was a 

little title aimed at 

taking down Infogrames’ 
own Splashdown. Titled Jet X20, the 
game featured several lush environ- 
ments that just begged to be 
explored and plenty of rather unique 
looking characters. In more ways 
than one, it really seemed to 
resemble the famed Jet Moto series 
from 989 Studios. 

Players will be able to enjoy four 
gameplay modes, which include Trick 
Race, Season, Rescue and Trick. Of 
these, though, Rescue seems the 


With its lush environments and realistic water, 
Jet X20 is one game we can’t wait to see! 








PUBLISHER SONY CEA | DEVELOPER KILLER GAME | RELEASE DATE OCTOBER | TYPE RACING | MAX PLAYERS TWO | ESRB RATING EVERYONE 





JET X20 


The spiritual successor 
lo Ihe Jet Moto series? 









most unique, as it has you rescuing 
flailing victims in order to earn points 
for special rewards. It’s good to know 
that there’s more to this game than 
just straight racing. 

In all, there are eight selectable 
watercraft, each featuring their own 
unique attributes. There will be the 
same number of racing courses as 
well, but they aren’t your typical 
courses. You'll be challenged with 
realistically reacting water in the 
form of raging rivers, hard rapids 
and huge waterfalls. The develop- 
ers even included random and 
triggered events that occur during 
the races and increase the overall 
challenge. Now, if they can just 
improve the control a little bit more, 
than we'll be extremely happy. 
Regardless, we can’t wait to see 
more. STEPHEN FROST 






































ATV: 


OFFROAD 


FURY e 


Online racing for the ATV crowd 


he original Offroad Fury 
seemingly came out of 
nowhere and captured the 
hearts of gamers every- 
where. So it is with great 
pleasure that we're able to show you 
some new screens of the eagerly 
anticipated sequel and reveal a bit 
more about it. 
Along with the obvious additions 
of new vehicles (20 in all) and 40 
massive environments to race in, 
Offroad Fury 2 also includes two very 
major and welcome features: online 





With its online and i.Link support, Offroad. 
Fury is one game we definitely want to play! 





CIV. SONY CEA | DEVELOPER RAINBOW STUDIOS | RELEASE DATE NOVEMBER 








and i.Link support. Yup, that's right. 
You and three of your buddies can 
compete against each other online 
using the Network Adaptor (which will 
be available at the end of August) or 
you can simply hook your PS2s up via 
a firewire cable and play on two tele- 
visions. Isn't that awesome?! 

Getting past that, | guess we 
should mention that the game will 
also showcase seven different race 
modes and a bevy of new mini- 
games. You'll also be able to create 
your own rider and completely 
change his appearance in every 
available way. 

It truly seems like this will be the 
year of racing games. There are so 
many good ones! STEPHEN FROST 














iin 


А All the tricks you know and love аге 
back, plus new ones. There are tons now. 
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Blurring 
The Line 


If you've seen it on TV, chances 
are you'll see it in SmackDown! 
4's story mode. Backstage or in 
the ring, the alliances and story- 
lines are constantly changing. 


o matter how cool the 
in-ring action may be, 
storylines are the real 
backbone of professional 
wrestling. Promos, inter- 
views, vignettes—they're what keep 
the shows fresh from week to week, 
but they've largely taken a back-seat 
role in wrestling videogames. That 
should change in the latest WWE 
SmackDown! title, thanks to the much 
greater amount of attention that's 


E Rob Van Dam _ a 


GAME INFO , 


PUBLISHER THG | DEVELOPE! 


Who are 


PREVIEWS s; 


| ТҮРЕ WRESTLING | MAX PLAYERS ESRB RATING TEEN 


A TitanTron diving, studio interviews, driving trucks to the ring... if it’s on TV, it’s in there! Hopefully, the storylines will be current when it ships. 


WWE SMACKDOWN! 


Could it have the greatest story mode yet in a wrestling gameP 


being paid. to this element. 

Last year’s game made some 
progress, but this year’s is really going 
all out. For one, the dialog and 
scenarios already seem more 
polished, with more of the multiple 
story path points seen in SmackDown! 
3. More exciting, however, is the 
focus on recreating the sort of 
variety (and shock value) we're used 
to on TV—things like Austin driving 
his truck to the ring, or studio inter- 


— ^ e joi. d Wein: 
аа о н. "e a : 


- 4 id 


A You'll be able to perform more elaborate moves— 
such as the Van Daminator—involving foreign objects. 


views that turn into brawls. 

The attention to recreating what 
we see on TV in the game will also 
extend to the gameplay. Backstage 
areas will be much more detailed and 
varied, with boxes and other debris to 
hurl opponents into. Even the arenas 
will be more interactive; we've already 
seen wrestlers leaping off the 
TitanTron screen onto opponents! 

It remains to be seen how timely 
the storylines will actually be; the 


d 


current build still has Stone Cold in it, 
and there are two heavyweight belts. 
Hopefully THQ will iron out these 
inconsistencies before the game 
ships, but we're in for a deeper expe- 
rience no matter what. 

RANDY NELSON 





Wrestling buffs are sure to appreciate the 
improvements in storyline detail. 


А The arenas will be more detailed and interac- 
tive—you can even see images on the monitors! 


Hollywood Huik Hower, 
WEE nme 


7E £7, 


A “Whatcha gonna do when Castlevania... ег, 
I mean Hulkamania, runs wild on you, Hunter?" 
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ext month, we should tion for the 
have the finished version different safes ae. 7 
of Sly Cooper in our and discover the ©. 5 " 4 & P OTLI б НТ 
anxious little hands, but secret bonus > | = 0 N SLY! 
that’s not going to stop us moves and e 
from taking опе more preview lookat features that are : It wouldn't much of a thieving 
this stellar game. After a few hours of contained within. : game if there wasn’t some sort 
playing, we were surprised to see that The ones that "1 A of security going on. In most 
not all of the levels were what we we've discovered, Д cases, that security comes in 
were expecting. One of them actually so far, include a à ` the form of colored spotlights. 
throws you into a submarine as youre cool spin- ; 
trying to destroy various crates and attack 
the crabs that are trying to steal 
them. І know, it sounds а bit 
strange, but it's definitely fun. 
From past issues, most 
of you should know that 
almost every level in the 


game contains a locked 


safe. Collect all the 


coded messages on each level In general, yellow means you're safe and haven't been spotted. Red shows that you'd 
е T b . Get hit by ight and you" AU lucky horse shoe. 
and you can decipher the combina- better be careful. Get hit by a red light and you're toast, unless you have a lucky 0 
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„чада 


МАМҮ 
MINI- 
GAMES 


To further break up the variety 
of gameplay, the developers 
threw in a decent number of 


A Use your binoculars to see the areas or cool mini-games, as well. 
enemies that you can’t quite reach yet. 


À Every so often, you'll come across these treadmills that you can use to power certain 
machines in the levels. Just try to think of it as going to the gym... 


for Sly, the ability for him to roll into Punch have really hit the genre right 

a ball and a unique slo-mo feature on the mark and managed to deliver 

that makes all the enemies move a solid title that has both originality А Sly’s thieving tool comes in handy for 
like molasses. We can't even begin апа personality. Come this smacking enemies and hanging onto things. 
to think what other cool things the September, it's going to be your free 

rest of the locked safes will reveal. time that Sly Cooper’s going to be 


As we play more and more of this stealing. Get ready, because the : n m ure ” 
3 5 5 B m е more or this game we play, the more we 
game, the more and more we like it. review comes next issue and it's Want to play, осле feel the f 
It seems the developers at Sucker going to be big. STEPHEN FROST 








TO SURVIVE, YOU MUST CHANGE INTO A WARRIOR. 








erved. ROBOTECH and 
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б О g along опае 
and the level desig are е 
arting о shine Multiplayer Mayhem 
onsidering mo e ИЕШЕ 
genre lack any real qua gle Though lacking in the single с wen 
Dlaver experience alwavs bee player experience, the 
0 ate that there ha bee original Timesplitters 
any sort of online compone delivered several killer multi- 
possible. Games like Unrea player modes. In the sequel, 
пи яны ournament and Quake III Arena could | ШШШ VS IE SS SG 
aps? It appea ave benefited greatly fro а enhanced even further to 
асе addition. Fortunate ер include online support. 
going O е О О 
DO DIE TO е Е О ае е 
еа е. Апа а еха а 
esplitte doing. Also ер 
ео piace d O De аре to 
go o e е game. loo раа 
peop 0 рох and GameCube. Rig О e 
ao D аеүегоре аге OO g TO o peopie 
0 0 ре а D а g ange 
0 D 2 al version. Апа ase yo ios - peers " =ч 
опг APTE еге Опе и а also Бе Abe TD From one player to sixteen players and everything in between, 752 satisfies your multi- 
5 o player needs in a big way. You'll need to get the Network Adapter to go online, though. 
Diaye ap O e oug О ОО О е а е 
О а ре a grea qea to previe О ose о аге erested a е е е да е ее оае е Dette O e 
One а e ретоге e reviewabDie eo e experience D a O De аре to рау aga ee everal P ogetne a e 
ersio AS expe еа е game Diaye Ceive a Other рауе а TO a D DO ana you car get some Serio 
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» The bots аге back and 


Interactive Backgrounds ba aon hp 


Along with their clever designs, all of the environments feature 
countless interactive elements. Some of them can even be used to Ee 
access other areas, while others are just there to be blown up. 


Sexi censa i twins camer of 


hà sosse 
On the Robot Factory level, you can take control of a sentry camera and use it to 
destroy a barrier field. Then, you can enter the newly revealed area of the factory. 


large deathmatch games going. We 
were impressed with the fact that the 
game rarely drops below 60fps, even 
in the most intense gunfights. The 
only thing that could be more impres- 
sive is if Eidos gets us a fully online 
version of the game in time for next 
issue. Here's hoping. STEPHEN FROST 


Whether you like Story Mode, Head-To- . " — 
Head, or Online play, this game's got it all! This locator device works great for seeing 
where the enemies are. 


me 2 





TO SAVE HUMANKIND, YOU MUST CHANGE INTO A HERO. 


© 1985, 2002, Harmony Gold USA, Inc. AX rights reserve! 


e° PREVIEWS 











ITA PUBLISHER ACCLAIM | DEVELOPER AcetAIM | RELEASE DATE NOVEMBER | TYPE WRESTLING | MAX PLAYERS FOUR | ESRB RAT 


ge Y i T © 





and animation this time around, thanks in 
part to more realistic hair/cloth motion. 






А. Tag-team tournaments are also in the 
cards, with several new teams joining the 
very hefty 65-grappler roster. 






A Even better th. Using the improved create-a-wrestler mode, you can 
finally make a vel of the Hulkster capable of performing more than three moves. 


LEGENDS of 
WRESTLING 2 


A better-looking blast from the past 













А. Brett Hart’s back with his finisher, the Sharpshooter, looking sharper than ever. 




















hatcha gonna do Battles Royal with up to eight guys. mode. Plans also call for a bevy of substantial upgrade, with improved 
when 65 of the There's even a so-called “515,000 DVD bonus material, including inter- modeling, detail, and lighting across 
greatest old-school Body Slam Challenge” mode on tap. views with many of the grapplers in the board. 
wrestlers run wild on Other areas of the game are the game. It's already got more substance 
you? Pin 'em to the hulking up as well. There will be The gameplay is set to be largely —now if Acclaim can just work out 
mat, of course. Thankfully, in this more managers—including the similar, with one exception: there last year's kinks, Legends of 
sequel to last year's underachieving, ^Weasel" himself, Bobby "The Brain" won't be as long of a delay between Wrestling 2 could end up being 
yet promising wrestling title, you'll Heenan— plus full wrestler entrances initiating grapples and performing a potential king of the ring. 
have more ways to make your tights- and an expanded create-a-wrestler moves. The visuals are due for a more RANDY NELSON 
clad opponents shed blood, sweat, 


and tears. 
Legends of Wrestling 2 will address 


one of its predecessor's biggest weak- N ew Ty p е & 


nesses: a lack of match types. Where 


the original was limited to run-of-the- О f M a Ic h e S 


mill singles and tag contests, LOW2 is 


getting extreme with cage battles, The first Legends Of Wrestling 
ladder matches, table matches, and had standard singles and tag 


huge multi-man elimination bouts and 9940 ШЕ 
expect a lot more variety, 


including tables, ladders, and : 1 i à EST 
cages. Oh ту! a a OWN g 





Acclaim just needs to make sure the basic 


Кра is mare relined then the nee: Yes, there were ladder and cage matches before WWE—just don’t expect the cage matches 


to be like Hell in a Cell. Making SuperFly leap off the top of a cage should be a blast, though. 
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Xbox™ video game system screenshots shown. 


AVAILABLE FALL 2002 


ALSO AVAILABLE: ROBOTECH’: THE MACROSS SAGA" FOR GAMET 





www.rohotechgame.com 


ТОК. 
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their own Three Kindo Saga! 
. to history, or create an entirely ne 


Choose їо follow the campaigns of o е 
charismatic leaders, Liu Bei, Cao Cao or Sun Ce. 
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г А Warrior Wi 







rth 


«Тһе character you choose determines how the 
action and event scenes unfold! 


eA multitude of play modes, including 2 player 
уегѕиѕ and cooperative! 


eMore than 40 playable characters with event scenes 
in full voicel! 


Xbox™: Coming September! 
PlayStation 2 : AVAILABLE NOW 


Gi Produced by CONTENT RATED BY 
ka Force Esne 












@ Live your own Three Kingdoms experience! 
Play one of 535 characters from civil servant to the mighty Lu Bu! 


@ 10 scenarios with multiple endings and story paths! 
The fate of China is in your hands! 


@The biggest leap forward in the series! 
Amazing graphics, quicker gameplay, 
and added features! 


Available Now 


PlayStation2 1, 





Dynasty Tactics, Dynasty Warriors 3 and Romance of the Three Kingdoms VII are trademarks of KOEI Corporation and KOEI Co., Ltd. ©2002 KOEI Co., Ltd. All rights reserved. "PlayStation" and the 
"PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the 
U.S. and / or in other countries and are used under license from Microsoft. 
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A As a hitman, you have to learn to use everything 
around you as a weapon. In this case, it's a golf club. 


HITMAN 2: 


SILENT ASSASSIN 


Eidos lakes out a hil on the PS2 


hile already popular 
in the PC world, the 
original Hitman title 
isn’t really known to 
dedicated console 
gamers. That's about to change this 
September because Eidos is about to 
release the second installment in the 
series on PS2. 
You'll be thrust into the shoes of a 
successful hitman known only as 
Agent 47. In this sequel, he’s been 


Change Of 
Perspective 


Similar to some of the other more 
action-oriented titles coming out, 
Hitman 2 gives you the option of 
playing the game from a first- 
person perspective or a third- 
person one. 





tricked into coming out of retirement 
by the local criminal organization and 
then double-crossed. So, despite his 
desire to leave his dark past behind 
him, 47 must rely on all of his trained 
skills in order to just stay alive. 

You'll be challenged by intelligent 
enemies and cleverly designed envi- 
ronments. Depending on your playing 
style, you'll actually be able to go in 
full-force, with guns blazing, or com- 
pletely by stealth. You can actually 


А The binoculars come in handy for 
scouting out the levels. 





A The variety of enemies in Hitman 2 
includes everything from the mafia to ninja. 


A You're able to store all your weapons 
in one place, but can only carry a certain 
amount of them into each mission. 


A When your attention meter turns red, that means that there are people who can see you. 


make it through the levels without 
killing a single person, except for the 
primary target. This will require a 
good amount of skill, though. 

Unlike most games in this genre, 
you can only carry a limited amount 
of weaponry and ammunition. This 
definitely adds to the realism, but also 
introduces a bit of strategy. You're 
really going to have to figure out 
which weapons work best for which 
missions in order to successfully 


A The third-person view gives you a 
slightly larger viewing area... 
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complete them. Also, if you forget 
and leave a weapon behind in a par- 
ticular mission, you're not going to 
have access to it later on. Tune in 
next issue to get the full review on 
this action-packed title. 

STEPHEN FROST 


HEN j 
Can the magic of the PC hit translate over to 
the PS2? We hope so. 


i DON HAS BEEN ALARMI. 


..-but the first-person view really pulls you 
more into the action. 








HOLD ON, 





CASH BASED 


m. 71 


n 
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Mild Lyrics 
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A Despite its unorthodox look and design, ` 


Alter Echo is ач опе of the most 

- colorful PS2 games in a long time. It also 

features more special effects thana —— 
big-budget Hollywood movie. · 





s one of the most 
important substances in 
the universe, Multiplast 
is a viable commodity 
for the corporations 
mining the planet Proteus. Used by 
beings called "shapers" to create and 
build various bio-machines, the ecto- 
plasmic goo is as cherished in the 
future as gold is today. But there's 
one problem. A rogue shaper named 
Paavo has formed a new variation of 
the element called “Xenoplast”, 
which has become self-aware and 
taken control of its surroundings on 
Proteus. Bent on destroying man 
before it can destroy it, the renegade 
creature has gone on the offensive. 
A shaper himself and a master of 


Unique-looking and playing games like A/ter 
Echo are always welcome on the PS2. 





ALTER ECHO 


Outrage brings innovation to Ihe PS2 action genre отч "Pose t ceate unique 





UTI PUBLISHER THG | DEVELOPER OUTRAGE | RELEASE nare SPRING 2003 | " эшике | MAX PLAYERS ONE | ESRB ano РЕМ 


A You've even got lava pools flowing through 
some of the environments. 


A The artists must have been on som 
design a game like this. 


















the Time Dilate technique (merging combination of combat, assassina- 2003, Alter Echo is far too 

with the surrounding energy fields to tion, and Chrono-manipulation. Told complex to describe in the small 
stop time), Nevin has been appointed through an absolutely stunning visual amount of space provided here. 
by his corporation to infiltrate Proteus presentation and allowing the player Stacked to the rafters with wild 


and stop the Xenoplast before it can to fight in both real time and turn- transformations, spectacular 

maliciously attack humankind. Armed based situations, this amalgamation monsters, and fantastical stages 

with a myriad of abilities, it’s up to you of genres into one fluid beast is derived from only the most 

as Nevin to save the species. quickly gaining the support of warped of imaginations, Nevin's 
And thus begins THQ's next action insiders and consumers. journey through weirdness can 

adventure, A/ter Echo; an ambitious Appearing in stores for Spring only get better. JEREMY DUNHAM 


Alter-Nate 
Forms 


vo is unique in the regard 
1 hat he can shift into several 


sneak peek a 
shapes this master metamor 
can achieve, 


From humanoid form to bug form, it seems Paavo has a shape for any given situation. 
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SHOX 


EA shox gamers with an 
all-new rally game 


t the last minute, EA hit 
us with some info and 
screens from its 
upcoming rally games, 
so we thought it would 
be cool to include it in this 
issue. Shipping this Fall, 
Shox drops you into 
24 licensed vehicles 
as you race your way 
through three-lap 
circuits located in the Arctic 
Tundra, Arid Desert and Asian Jungle. 
The main emphasis of the game is 
speed, so there's been a lot of 
thought put into that department. 
Each of the 21 tracks features special 





‚ий... ж. 


“Shox Zones” which award you on 
your ability to handle the cars at high 
speed. Your skills at cornering, 
passing and overall racing will 
determine how many points you'll 
earn and what award (Bronze, 
Silver or Gold) you'll get. 

The points can then be 

used to unlock new 

gameplay elements and 
J courses. 

Better yet, up to four 
players will be able to compete 
against each other via a split-screen 
option. You can even place bets and 
put your own cars up as collateral. 
Win and you're one step closer to 






A The best thing about rally penes is the 
ability to powerslide like mad. 


A The courses range from standard on-road 
to the more enjoyable off-road variety. 


building that ultimate off-road vehicle 
collection. Lose, though, and you're 
going home crying. What a cool idea. 
We just hope we'll get some hands-on 
time in the near future. STEPHEN FROST 


Now here's an idea: a racing game with the 
emphasis on how fast you can drive. 








A Unlike most ave games, you'll actually be racing against opponents and not just time. 














a ogres game, but there looks to be penata action and 
e. Battles аг going t fo be quite о in size. 





A Here’s a look at 
one of the areas 
down deep in the 
dark of Moria, my 
precious. 
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LORD: RINGS: 


The Fellowship of Ihe Ring 


0 clear things up a bit, there 

will be two Lord of the Rings 

games coming out this year. 

One of them is based on the 

New Line Cinema movies and 
will be released by Electronic Arts, 
which we covered in the July issue 
(#60). There's also another title, 
however, that's based strictly on the 
J.R.R. Tolkien novels. It's being 
developed by the same people who did 
Drakan, Surreal, and published by good 
ol' Universal Interactive. 

Since it's based on the book, this 
game will be able to take you to a larger 
number of locations and introduce an 
even greater cast of characters. In 
general, though, the focus will be on 
Frodo, Gandalf and Aragorn and how 
gamers use them to overcome various 


With EA's game looking rather impressive, 
can Universal also deliver the goods? 





obstacles and enemies. In all, the devel- 
opers promise at least 28 different types 
of opponents, ranging from roaming 
monsters to classic "boss" creatures. 

From what we've seen, the game 
environments are shaping up to be 
quite impressive, with highly detailed 
textures and a decently far draw 
distance. It's interesting to see the 
more popular locations, such as the 
Shire and Moria, and how they differ 
from what were seen in the movies. In 
the end, will E.A. or Universal win over 
the fans? STEPHEN FROST 








А They've done a great job on the detail in 
the game's different backgrounds. 








e° PREVIEWS 
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d 


a 


A Despite the fact that a lot of these screenshots show the insides 


of futuristic buildings, there are plenty of outside levels, as well. 





Return to Castle 


Wolfenstein? 


Not quite, but it certainly looks 
like it, doesn’t it? Don’t you 
worry, though. There will be 
plenty of levels that are more 
organic in nature. 





+ 
„ШИШИП 


a m 


The game should have a nice balance of internal environments and outside ones. We like 
the latter better, because they bring us back to the first game on Nintendo 64. 


TUROK: EVOLUTION 


The hunt begins on PS2 this September 


generation ago, when 
gamers were still 
deciding between the 
PSOne and Nintendo 64, 
а common argument for 
the cartridge system pointed towards 
Turok: Dinosaur Hunter. With no less 
than four incarnations available on 
Mario's no-loader, Acclaim's award- 
winning First-Person Shooter was 
often mentioned in the same breath 
as other greats, like Go/den Eye and 
Perfect Dark. 
Now, Acclaim has finally decided 


S ш 1 : 
It's about time that Р52 owners got some 
hands-on with the dinosaur hunter. 


a 


die 108 
niim 


A Some of the environments have a gritty, 
industrial look to them, somewhat reminis- 
cent of the settings in GoldenEye. 
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to share the love and bring the next 
title in its reptile extermination series 
to every available platform: Xbox, 
GameCube, and even PS2. 

Set before the events of the 
original game, Turok: Evolution tells 
the story of Native American warrior 
Tal'Set, and his journey through a 
portal from our world to another. 
Eventually leading up to his transfor- 


mation into "The Son of Stone", 


Acclaim's FPS prequel is a story that's 
been curiously untold for years. 

And what a story it will be, with 
a long list of ambitious gameplay 
elements prepared to tell it. 
Boasting 32 different types of 
indigenous creatures, completely 
destructible environments, 
Pteranodon-piloting flight 


A You'll actually be able to fly through environments on the back of a Pteranodon. 
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sequences, and cool, lizard-frying 
weapons like the Swarm Bore, there 
will plenty to keep you busy. 

One of the most anticipated 
shooters of the approaching autumn 
season, and already affirmed with a 
solid fan base and a proven model, 
Turok: Evolution could end up being 
hotter than a chain of volcanoes. 

JEREMY DUNHAM 
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ш) in, ety iy 





First-person 
shooting action 






Battle enemy giants 
from land, sea & air 








hailstorm of bullets, an explosion of ligfiticarries you to a futuristic "шз 
w dangers lurk. А new enemy waits. 












Prepare to battle sadistic dinosaurs through impen 91е; cityscapes. 4 
Aided only by a bizarre. ШО timepiece, a be u r, you must 
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А Unlike the PC version, everything here 
is completely polygonal and 3D. 


THE SIMS 


Do things with your life that 





IA PUBLISHER ELECTRONIC ARTS | DEVELOPER MAXIS | RELEASE DATE FALL 2002 | TYPE SIM/STRATEGY | MAX PLAYERS TWO | ESRB RATING EVERYONE | 





you could only cream of 





A Earn the money and you can have an awesome pad like this one. 









«í With charac- 
ters that look 
like this, will 
there ever 
be reason 
to leave 
the house 
again? 




















А Are you going to sit in front of that 
idiot box all day long? 














A With so many options, you can truly 
make a sim that looks exactly like you. 











t was inevitable. The Sims have 

grown to become a hugely 

phenomenal success on the PC 

and now they're heading their 

way to everyone's favorite 
console, the PlayStation 2. Unlike it's 
PC counterpart, however, the PS2 
version has been entirely redesigned 
with the controller and multiplayer 
gaming in mind. And, because of 
that, it's even more fun. 

For those of you who have been 
living in your bedrooms all your lives 
and aren't familiar with the addictive 
franchise, let me get you up to speed. 
Basically, The Sims lets you live your 
life the way you want to and do things 
that you normally wouldn't probably 
try. Build a house, get a job, have a B- 





The PC version is the most successful game 
in history. Now, console owners get a go. 








B-Q party, seduce your neighbor's 
wife — it's all in a days work. Make 
the right decisions and your sim will 
become popular and rich. Mess up, 
and you'll end up in a little shack on 
the bad side of town. Actually, 
strangely enough, that's where you 
start the game. 

As you progress through the 
game's many levels, you'll be able to 
move into bigger and better homes, 
furnishing them in any style that you 
want to. Meeting new neighbors and 
accomplishing certain mission 
objectives will award you with bonus 
objects that can make your mansion 
even more perfect. As an added 
feature, you'll even be able to save 
your Sim to a memory card, take 
them to a friend's house and play 
various two-player games for popu- 
larity points and money. Get ready, 
because your life's gonna change 
this Fall. STEPHEN FROST 








Seduce Your 
Way М the Top 


Smooth talk and lots of green 
can get you far in this game. 
But, how far? And are you really 
going to be happy in that 
polyester leisure suit? 


There are lots of ways to pass the time out 
in the suburbs. There are hot tubs 


...lots and lots of available hot women just 
dying to get to meet you... 


...and hot conversations with your 
neighbors. Try not to gossip, though. 
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HOW TO BE A BETTER 


GA 





USE COMMON SENSE 


RB | : Anything claiming to be free has 
. GAME YOUR WAY AT BLOCKBUSTER? to be a sure thing. Unlike your last 


Rent and buy games and systems. BLOCKBUSTER isall — _ date, this one is for real. 







. about gamers now. Big new game section. Tons of copies, 
guaranteed to be there. And you can buy previously-played 
... games for next to nothin’. Need we say more? 


5610К200038 


EVERY THING EXPIRES 





Open your fridge and take a big fat TRIM HERE 
whiff of your milk. Nothing lasts ; Rip it, tear it, or 
- forever. So get your butt movin’. pull it out. Whatever 
: KNOW YOUR CODES you do, DON'T run 


with scissors. 


Open all levels with this cheat? 
Maybe. If not, try dialin' it. You 
might just get yourself a date. 





RENT. BUY. GAME YOUR WAY.” 


BLOCKBUSTER name, design and related marks are trademarks of Blockbuster Inc. © 2002 Blockbuster Inc. All rights reserved. 














im 





GET THE MOST OUT OF YOUR GAMES » SEPTEMBER 2002 


































































































Pound Ine Opposition! 
Mike Tyson Boxing, р. ЭБ 


aN Sey ey | 


Barely Legal Codes 
Aggressive Inline, p. 94 








BEAT THE BOSSES 


he bosses in Onimusha 2 are 
tougher than their counter- 
parts in the first game. 
However, there are fewer of 
them. Generally, you'll battle 
the same boss several times, but in 
different locations and situations. 
Although there are countless ways to 
defeat each one, we show you the most 
effective. Patience is very important. 
Death comes quickly to those who mind- 
lessly run into the thick of things. 
Note: If you can, don’t use your demon 
form until you reach the bosses. Just 
absorb four of the purple souls along the 
way and then wait to absorb the fifth one 
during the actual boss fight. 


BOSS #1: GINGAMFATTSU 


Shortly into the game, you'll come across 
your first boss fight. Don't worry, it's not 
that hard. Ideally, you'll be on Ekei's good 
side, so that he'll come and help you 
when your health drops. Use your 
lightning attack right off the bat and then 
keep your distance. Run in for a few 
strikes and then back away to absorb any 


souls that are released. You can keep 
repeating this technique, if you want, and 
be successful. When he leaps into the air, 
trying to land on you, watch his shadow 
and get out of the way. Eventually, you'll 
be able to absorb enough soul energy to 
whip out another elemental attack and 
finish him. 


BOSS #2: GORGAN DANTES 


Unfortunately, the G-man can’t be 
defeated during this fight. He's just there 
to introduce himself and test your skills. 
Whip out your spear and use a few 
elemental attacks, along with the 
Hyoujin-Yari Secret technique, to keep 
him away. Try not to lock weapons with 
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him because he'll generally get in a free 
hit. Don't worry that he's blocking or 
evading your attacks. Eventually, you'll get 
a few good hits in and Oyu will show up 
and tell you to follow her. 


BOSS #3: GINGAMFATTSU (#2) 


This is a bit of a hard battle because it’s 
easy to get hit by Gingamfattsu's charge. 
Move around as much as you can and 
quickly move out of the way once you 
see the leaves rustling. Don't even worry 
about attacking him until he stands still. 
Then let him have it with your elemental 
attacks. Hopefully, you'll be partnered 
with Magoichi, because his gun is very 
effective. Don't get too greedy with your 
attacks, just go in for a few sword slashes 
or a special combination. Then back off 
and absorb all those souls. 


BOSS #4: JUJUDOOMA 


One of the good things about fighting this 
she-demon is that all of her attacks can be 
blocked. Just be a little patient and look for 
the openings. Again, use the spear 
because it has the most range. Wait for the 
gap between her attacks and hit her once 
with a lunge... then block. Do this a couple 





<< IF YOU JUST RUN IN AND 
START SWINGING, YOU'RE NOT 
. GOING TO LAST LONG >> 


SURVIVAL TIPS 


BE PATIENT Defeating bosses 
requires skill and timing. If you just 
run in and start swinging, you're not 
going to last long. Wait for an 
opening, go for a quick attack and 
then back. Watch your meters and 
use elemental attacks often. 


BOSS #7: GINGAMFATTSU (#3) 


COLLECT MORE GOLD To see every- 

thing in the game, you really need to 

purchase all the items in the store. 

However, store items change from 

time to time and sometimes 

disappear. So, right off the bat, head 

up to the forest path and keep 

fighting enemies until you have a 

good chunk of the yellow stuff. Every BOSS #5: GORGAN DANTES (#2) 
time you are in town, repeat this and øh vou can actua 
buy everything that you can. 


BOSS #8: DEMON ODA NOBUNAGA 


TALK TO EVERYONE Bonus missions 
become available only by talking to 
specific people at certain times. Talk 
to everyone you can when you arrive 
at a new area. Even when you return 
to an area you've been to earlier, 
there's a chance that casual talk will 
reveal interesting new information, 


SAVE OFTEN This may seem like 
unnecessary advice, but saving often 
is important, especially in Capcom 
games. Sure, it might lower your 
ranking at the end of the game, but О 
you can improve that the second 

time through. Saving is especially 

helpful when you're trying to figure 

out what items each character likes. 


BOSS #8: DEMON LORD 


BOSS #6: GORGAN DANTES (#3) 


+ 7 { 
ВИЕ АО 
MAGOICHI 


TRADING 


KOTARO 


The trading system in 
Onimusha 2 isn’t actually 
that complicated if you 
keep a few things in mind. 
Obviously, each of the 
main characters has their 
own likes and dislikes, 

so you'll have to pay 
attention to the things 
they say in order to learn 
them. As you trade the 
items, characters will 
come to like or dislike you. 


While it may not look like it, 
Ekei loves to perform and fill 
his belly. Alcoholic beverages 
and tasty foods are the keys 
to his heart. He also 
considers himself an 
actor/performer and loves to 
use any items that may help 
to improve his stage 
presence. 

Tengu Mask, Dumpling Cake, 
Recorder, Wine 


Serious in every way, 
Magoichi wastes little time 
with triviality. He loves to 
learn and appreciates the 
finer things in life. Obviously, 
he's a dedicated marksman 
and instantly loves anything 
related to that. He cares little 
for expensive items, since 
he's a bit humble. 


Guns, Pirate Costume, 
Analects, Tea 


He's your typical teenager 
that loves expensive and rare 
things that he can show off 
to his friends. So, whenever 
something says rare in its 
«description, you should auto- 
matically give it to Kotaro. 
He's also not as well-traveled 
as the other characters, so 


exotic-type items are perfect. 


Wind Chime, Fairy Tale Book, 
Crystal Ball, Pocket Watch 


Despite her fighting 
abilities, Oyu is still a girl at 
heart. She loves things that 
can make her more 
beautiful or cater to her 
interest in Jubei. She's the 
easiest one to pick out 
items for. But she tends to 
like the more expensive 
items, so save up that gold. 


Phirangi, Silver Armor, 
Rouge, Pair Ring 








THE CHALLENGES 


Challenge #1: Stuntman 
Finish the game, and photo- 
graph or videotape the final 
cinema. 


Challenge #2: Skygunner 
Unlock both Hardi and Rival 
as playable characters and 
videotape or photograph the 
selection screen that shows 
them. 


Challenge #3: Barbarian 
Play through story mode until 
you've maxed out the stats 
for all ten fighters (including 
special abilities). Photograph 
or videotape their stat 
screens. 


HEADHUNTER 





We've received a lot of reader letters 
about this one. Here are a few hints 


SQUISHING THE SPIDERS 

Use the spiders to destroy the safety 
door Ramirez is standing behind. Destroy 
two of the three spiders in a wave with 
double shots from your Stimulator, and 


@ 


SANGER 


stun the last one with a single shot. Run 
over and “use” it before it explodes. You 
will now be able to “drive” the spider! 
Make it jump onto the safety door, where 
it will explode. Repeat as necessary. 


GRILLING GLADIATOR 
This one’s simple. Kill the lackeys as they 





emerge, and fry Gladiator by standing on 
the lightning pads and stepping off the 
moment he gets close enough. 


ROUGHING UP RAMIREZ 

First, shoot out his big floodlights. Then, 
find a hiding place that gives you a good 
vantage point and blast him every time 
he turns his back. You can also shoot his 
grenades to send them back at him. 


ASSAULTING ADAM, ROUND ONE 

Turn on the gas flow by activating all 
three consoles in the area. Make Adam 
walk past the gas pipe. When he does, 
shoot him until he stops, then blast the 
gas pipe, then run to a new hiding place, 
and reload. Repeat as necessary. 


ASSAULTING ADAM, ROUND TWO 
Be patient. Avoid Adam’s shots at all 
costs, counterattacking with no more 
than a single rocket launcher blast or 3/4 
of a clip with the machine gun between 
each one. Eventually he'll go down. 
When the fighting resumes after 
the movie, Adam has discarded his 
mega-powerful gun, the Judgement 
Cannon. Bad move. Lure him away 
from it, and empty a full clip into him. 
He'll stop and groan, giving you time 
to dash over, grab the JC, and use it 
to blow him away. 








FIREBLADE 


Use these tips from the dev team to 
rain death from above 


SHUT 'EM UP 
When sniping enemy infantry, try to take 


out troops carrying large backpacks first. 
Those soldiers have comms gear that 
can be used to radio in reinforcements 
or alert the enemy to your presence. 


EYES IN THE DARKNESS 

Thermal Imaging isn't just for night time, 
Engage it any time there are enemy 
forces around, but not necessarily in 
plain sight. 


FORAGE FOR FIREPOWER 
When low on ammo and/or health, try 


taking out weaker enemy units such as 
jeeps or guard towers. These may 
spawn valuable powerups. 


SHAKE IT, BRAVO 
Strafing is the key to success against an 


enemy attack. Always move left/right 
when battling multiple enemies. 


1 SEE YOU, BUT YOU CAN'T SEE МЕ 
Stealth Mode is not just for Stealth 


missions. Use it to disable dangerous 
enemy units before flying in for the 
attack. Also, if you're under heavy fire, 
use Turbo to exit the battle area, and 
enable Stealth Mode to replan your 
strategy undetected. 




















































BARBARIAN | 





your enemies’ hands. 





` Developer tips to bring out the — 


savage in you. 


_ Big, powerful enemies, like 21 and 


Mongo, are brutally effective up close. 


... Keep them at a distance with projec- 
- tiles and thrown objects, and if they 


&et close, grab and throw them. Also, 
never forget that @ and © pressed 


.. together will push the enemy away— _ 


even they're in the middle of ыш 


you with a combo. 


Enemies are vulnerable х а moment 
right after completing a combo. A rune 

will appear over your opponent's head, _ 
. Signalling the end of the combo— _ 


launch your counterattack the со 
it appears. 


By pressing the © button at the right 


- time, you can catch objects thrown at 


you, or strip a weapon right out of 


out, knock them down quickly, then 
pick them up and start using them as. 


A Humiliate your enemies by beating them 


B to death with their own henchmen. 


weapons! It gives you great reach, and 
they won't awaken until ш = or 
throw them. 


Characters holding « an object cannot 


~ block an attack. 
If your enemy has goons along to hes v 


Pressing © and (2) simultaneously will 


: ие a rushing attack, capable of 


PASAN 


taking a distant enemy by surprise. 
The Al is very vulnerable to projectile 
attacks at close range. 


Enemies with the “No Pain” powerup 
may appear unstoppable, but they do 
stili take damage, and they will still get 
knocked back when hit by an object. 


- you're right in front of him, and his | 


Zaugg vil fall to his Kees. after you’ ve | 


| screen. 


Defense is the single most. 
criti | stat at to enhance. it 


: j ei you faster. Aso 
D very important are Life 
, and Magic Regeneration, 
== and Air Walk may help 
= you in the final battle. 


In the final battle, all of 
Zaugg's attacks can be 
avoided: his shock waves сап 
- be jumped over, his fire breath 


meteors can be dodged by sticking to. 
Zauge’s left and | timing your jumps 
о : 





hit him 20 times. When he does, 
unload two or three of your most 











WIPEOUT FUSION | 





Own the tracks with these hints 


REMEMBER FIREFOX 

Missiles, grenades, and the Quake 
Disruptor can all be fired backwards— 
just fire them while using the rear view. 


BIG SHIELDS = BIG GUNS 

Upgrade your shields early. That way, as 
super weapons become available, you'll 
be able to unlock them without fear of 
being blasted into scrap. 


PIT STOP PERIL 

Be sneaky. Drop your mines and grav 
stingers on weapon pads, turbo pads, 
and particularly the entrance to or 
exit from the pit lanes. 


FOLLOW THE LEADER 

When you're constantly jockeying with 
one particular opposing racer for the 
lead, consider grabbing a nice, 
powerful weapon and following 
closely behind in second place. When 
the race is almost over, blast him into 
scrap and coast unchallenged over 
the finish line. 


EXPLOIT THE WEAK 
There's no shame in revisiting circuits 


you've already beaten to earn some 
extra cash. 


>You get points for each opponent you 
destroy, as well as for winning the race. So if 
you can't catch the leader, smash everyone 
within reach. 


postan 


10 « 











Good day to Due 


- Animator's Desk 


Making Of Mission 6 . 

Paintball Movie: D-Day > Extras > A 

. MAGGOTAHOY 
Movie: D-Day > Extras. » From the o 


New demo Movie: Stay on the Main 


Menu for alt demo to run FRESHDENO 


SLED STORM 


Enter codes on the first front end screen 
while | holding @ and m. 








Unlock hover sled 


Unlock ali A 


..BACKSTAGES _ 


C 09900 
Unlock default sleds (O0 O 6 O € _ 
pee} 


‘Unlock all characters ©O@O@OV 





ae everything OOTO 
2 UNITED PEACE FORCE 


All codes are entered in the “Classified 
Files” section of the main menu. 


Unlock bonus level 2....... SHEARER 


Unlock bonus level 3.. UBERDOOPER — 


Level select... .. ‚1 . KINGSLEY 
_ Invincibility |... ...... TEAMBUDDIES 
Infinite ammunition. . . . BLASTRADIUS - 
Unlock bonus level 1. ..... KREUZLER 








To complete level ш or compe- 


titions, any level .. тете 
FREEKSTYLE - 
Quicker Freekout. . . FIRESALE. 
Always "Freekout" Time.. .. ALLFREEK 
No Bike Mode............. .FLYSOLO | 
г Slow Motion / Blur Mode. . WTCHKPRS - 
Helmet camera............. HELMET - 
Unlock Everything м... шю : 
Characters _ . 


Unlock Clifford px se COOLDUDE 


Rds o 
.. Unlock Apa & Gone ты. 


Unlock ae, Albertyn.....GIMEGREG 


Unlock Mike Jones. ...... TOUGHGUY 
Unlock Jessica Patterson . ...BLONDIE | 
Unlock All Mt s ..POPULATE | 

: Tracks - D 

_ Unlock Burn It Up ~. ..CARVEROK | 
Ulck Crome Site Gare. . CLIPPERS 
Unlock Let It Ride ........ BLACKJAK — 
Unlock Rocket Garden . . .. TODAMOON 


Unlock Crash Pad FreeStyle. WIDEOPEN _ 


Unlock The Burbs FreeStyle . TUCKELLE _ 
- Uniock All eo v 


_SUPDUDE - 





www.psmonline.com / #62 SEPTEMBER 2002 yt PSM: 100% (o co 2 MAGAZINE / 95 







BOTHA ^. 


choice for the 


MIKE TYSON BOXING | 





How to pound the opposition 


PUNCHES WORTH THROWING 
If you’ve created a character, work on 


the right hook and left uppercut as 
your primary mode of attack. They 
will connect with most boxers 
regularly, and a knockout will be 
most assuredly yours. 


BE THE BOTHA 
If you want a surefire way to make 


it to the Gold Belt competition, use 
Francois Botha in the career mode. 
He's a great all-around boxer for 
beginners, and has enough of the 
tools to drive through the competi- 
tion easily. 


MLB SLUGFEST 20-03 











Home run tips from the makers 


HIT "ЕМ WHERE IT HURTS 
Nail tough opposing players with a 


bean ball at the plate. There's a 
chance that one of their major attrib- 
utes will be decreased, depending on 
where they take the welt. 


RUN 'EM DOWN 
When base-running, press the 


"clear out" button to perform a 
stiff-arm or door-kick type move to 





CODES com: 


Unlock Adoptante’s Island Spiri GOFLOBRO 
Unlock Adoptante's Hang Loose . STOKED 
Unlock Albertyn's The King .. 
Unlock Albertyn’s National Pride PATRIOT 
Unlock Albertyn's Champion . .NUMBERT 
Unlock Stefy Bau's Amore Bike HEREIAM 
Unlock Stefy Bau's Disco Tech SPARKLES 
Unlock Stefy Bau's 211. .... - TWONEONE 
‘Unlock Deegan’s Mulisha Man WHATEVER 
Unlock Deegan's Heavy Metal HEDBANGR 
Unlock Deegan's Dominator .WHOZASKN 
Unlock Mike Jones's Beater .. KICKBUTT 
Unlock Mike Jones's Li’ Demon . . HORNS 
Unlock Mike Jones's Flushed . . PLUNGER 
Unlock Metzger’s Bloodshot . EYEDROPS 
Unlock Metzger's Rock Of Ages .BRRRRRAP. 
Unlock Metzger’s Rhino Rage SEVENTWO 


Unlock Patterson’s Speedy Bike HEKACOOL | 


Unlock Patterson’s Charged Up .LIGHTNIN 
Unlock Patterson’s Racer Girl . TONBOY 
Unlock Tweeden's Hot Stuff .OVENMITT 
Unlock Tweeden’s Trendsetter . STYLIN 
Unlock Tweeden's Seducer .GOODLOOK 


Unlock All Bikes . ........... WHEELS 
Rags Ue : 
Unlock Adoptante’ Ti Tiki ........WINGS - 


Unlock Adoptante's Tankin' It NOSLEEVE 
Unlock Albertyn's Sharp Dresser ILOOKGUD 


Unlock Albertyn's Star Rider ... COMET 
Unlock Bau's Playing Jax . . . KIDSGAME 
Unlock Bau's UFO Racer ....INVASION — 


Unlock Deegan's Muscle Bound RIPPED 


Unlock Deegan's Commander SOLDIER 
Unlock Jones's Blue Collar 


..ALLSHOOK — 


. 16" softball . 


..BABYBLUE - 


Unlock Jones's High Roller ...BOXCARS 
Unlock Metzger's Ecko MX . HELLOOOO 
Unlock Metzger's All Tatted Up BODYART 
Unlock Patterson's Warming Up LAYERS 
Unlock Patterson's Hoodie Style NOT2GRLY 
Unlock Tweeden's Fun Lovin" THNKPINK 
Unlock Tweeden's Red Hot . . . SPICY 


: a Outfits .......- YARDSALE 


MLB SLUGFEST 20-03 


. Codes are entered on the versus page. 


Unlimited turbo ................. oe 


660000000000) 


Whiffle Баї........... 09092 
«8660900909. 


Max power: B 999 € 


Team Todd McFarlane ..@@@@00> 


MEN IN BLACK Il: 


Coliseum Ls 60099900001 


WAY OF THE SAMURAI 


- Recover Life: On the pause menu, 
- hold aa and en, then 44415 <0 


Recover sword strength: On the pause 


menu, hold aa and €, then _ 
ээее1© S 


Get a new sword (type is random) 


In the sword warehouse, hold m" and | 
©, then © d 


Unlock all characters in story mode: _ 


Go to the character select menu, and 
make sure there is a cursor selected 
where you enter your name. Press 
(DG CD UD (D 0D CD CB), then keep 
pressing «юз and єр. 

Become the only player shining 

This code can be entered at any time 
or place. Hold en while turning the 
left analog stick four times. 


. Unlock. Vs. Mode: At the title screen, 


hold ев and «0, then press © апа 


_ © simultaneously. 


Unlock all moves їп Vs. Mode: At the 
Vs. Mode pause menu, hold єю, then 


. PPPA, then let go of cn 
and press (Ð. 











ALIEN ESCAPE 


Enter these codes on the title screen. 
(where it says ‘Press Start Button’). 


__ The screen will flash when code entry. 

_ is successful. Codes can be combined _ 
-as desired, but you will not be able to _ 
Save your game progress or unlocked _ 


features f using a cheat code. 


~All Levels Unlocked: 


_ C CM 
All CST Uniocked: 
O1U< OOO 900 





knock the ball loose from a pesky 
defender trying to tag or force you 
out. There are also sliding take-out 
moves such as leg sweeps, which 
can be performed by indicating the 
target base with the D-Pad or 
Analog Stick and pressing the Turbo 
and Slide buttons simultaneously. 


TAKE THE FIELD 
Don't let the CPU do all your 


fielding work. Fielders run faster 
under your control. 








Boss Mode Unlocked: 


04490050 


Agent Data Unlocked: — 


|» Ti Qu emm Ta 


Alien Data Unlocked: 
QUORA cm) 
Making Of Unlocked: _ 
сш Ыс 


Invincibility: 
36009 c-n09m 


~All weapons at full powerup: 


1490220 c-Omm- 


.. Don't drop pickups when hit: 
 VG81190meo9O _ 


Full powerup on Bolt weapon: - 
€2T190O@<lOO 


-. Full powerup on Spread weapon: 
emQomTam- c6 


- Full powerup on Homing weapon: 
э 1®@@є <mcOec 
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Animated Violence 
















RANDY’S TIP 
OF THE MONTH: 


"As fun as it may seem, _ 
. its really not healthy to 
just sit on the couch 
playing games all day 
long. Your button fingers 
aren't the only part of 
you that needs exercise, 

. so 1 suggest getting out. 

_ of the house and v 
heading down to your 
local shopping mall for a 
change. There, they have 
places called “arcades” 
where you can actually 

.. stand up while you play _ 

. gamesalldaylong" —— 





RANDY 





| | N | ( u p) Send your linkup e-mails to psm@imaginemedia.com, 
ши 
with 


up” in the subject line. 


» Todd Loewen, age 17 
9493061506 @sprintpcs.com 


Favorite Genres: Racing 

Favorite Games: G7A3, GT3, RRV, 
GAMESHARK2 

Quote: "| like Action, Bass" 
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A Here the PSM team proves the old adage that 
‘everything will go just fine until you laugh at the 
guy in the gorilla suit Don’t worry; Dan survived. 





ls it true that the newer PS2 model numbers 
(SCPH 30001R) are better and malfunction less 
than the older Р52 model numbers (SCPH 
30001)? I heard that the older models were 
crap, so they made the newer models. | also 
heard that the older models had problems and 
malfunctioned a lot until they updated them. 
Brian Kinross, 

crazy vegela I38@hotmail.com 
STEVE Actually, І haven't had a single 
problem with either my original U.S. launch 
PS2 or my Japanese one. However, with 
anything based in technology, things get 
better over time. The current PS2s do use 
up less power and run cooler than the 
original consoles. So, because of those two 
aspects alone, chances are good that they 
will probably operate more reliably. 





| noticed something very interesting when | was 
reading a book this summer. The book was titled 
A Separate Peace, by John Knowles. It takes 
place in the summer of 1942, during World War 
Il. In the book, the characters are trying to find 





>Dan Santos, age 13 
www.geocities.com/danpnoy/ 

Favorite Genres: All of them 

Favorite Games: Games that make you 


Quote: “Got breast milk?” 


#62 SEPTEMBER 2002 


> Min Kim, age 15 

Міп9861 @hotmail.com 

Favorite Genres: RPG, Racing 
Simulation, Fighting, Action and Sports 
Favorite Games: LEGEND OF 
DRAGOON! FFX, GT3, СТАЗ, Marvel Vs 
Capcom, Dino Crisis, Madden 2002 
Quote: “Legend Of Dragoon is the best 
RPG ever!” 


www.psmonline.com 


» Nathan Richey, age 14 
n8dawg_est_88@yahoo.com 
Favorite Genres: RPG, Sports, Racing, 
Fighting, Action 

Favorite Games: G7A3, Blood Omen2, 
NFL GameDay 2002, NBA Street, Spy 
Hunter, GT3 and Half Life 

Quote: "Cry me a river, build a bridge 
and get over it!" 





HI RANDY, 
MY NAME'S SARAH 
CONNOR! í 


HAVE S 
BEEN TARGETED РОР ) 
_RANDINATION. 


A Here’s a few more E3 pics. At the show, babes 
will cuddle up to you no matter who you are. 


WHAT A i 
GREAT UAY FOR THE 
THREE PALS TO... SUN SHOWS 
SNIFF... WHAT'S 4 WO MERCY ON 
PALE GAMER 


A While at E3, we noticed that the showfloor 
smelled an awful lot like bacon. Wonder why? 


A Before getting on a plane flight, it’s always 
important to fill up on as much soda as possible. 


UM... 
THIS ISN'T 
WHAT IT 
LOOKS LIKE, 

] IS IT? 


С YOUNE 
(BEEN TARGETED FOR 


RANDINATION. ^ 


A Let this be a lesson to everyone—if you take a 
goofy picture, it will come back to haunt you. 





Dieuly Pierre, age 16 
dwp 1228@earthlink.net 
Favorite Genres: RPG, Action- 
Adventure, Sports 
Favorite Games: MGS, FF7 VF4, Soul 


Blade/Calibur, Super Smash Brothers 
Quote: ‘Angels banished from heaven 
have no choice but to become 
demons” - Vicious (Cowboy Bebop) 


Р Jason Alexander 
RPGod@webtv.net 

Favorite Genres: RPGs, Strategy 
Favorite Games: Lunar series, Suikoden 
Series, Final Fantasy series, BOF4, 
Xenogears... 

Quote: “The secret to perfect 

gaming? A Wega? Close. My girlfriend 
is a gamer’ 


something to do. One person suggests they 
invent a game called Blitzkrieg Ball (in German, 
“blitzkrieg” means “lightning fast attack"). 
Another character says it should be shortened to 
“Blitzball’ The Blitzball in the book is played with 
a large leather ball, and everyone is on their own 
team. Being a RPG fan as | am, | immediately 
recognized that name—it’s the mini game played 
in Final Fantasy X! We all know that Square is 
known for its original ideas, but this book has a 
copyright date of 1959! Do you think it’s possible 
that Square stole that idea from John Knowles? 
Steve Sellers, 
MgseLiberty@hotmail.com 


ERIC Actually, | doubt it. Probably 80% of 
sports in the world are played with a ball, 
leather or otherwise (was it specifically 
stated that the ball in FFX was leather?), 
and the Blitzball in FFX definitely has teams. 
Sakaguchi probably just looked at existing 
watersports, realized nobody would play a 
water polo mini-game, and decided instead 
to mix two popular sports: football and 
soccer, and make the result seem exotic by 
drowning it. As for the name, the prefix 
“Blitz” makes perfect sense for a WWIl-era 
game, but was probably given to FFX’s 
sport during the localization process 
because it sounded cool (two "B"s = neat 
syllogism), as opposed to being part of the 
original Japanese name's definition. 






| don't know if some of your other readers have 
noticed, but there is an overwhelming number of 
cel-shaded games coming out. | personally think 
that some of these games are getting kind of 
ridiculous. | consider myself a hardcore gamer, 
but when I play these games, | play them for 
about five minutes and then turn it off because I 
feel like a seven year-old. | think the time and 
money spent on these games could go towards 
other games that consumers would rather buy. I 
read about two cel-shaded games in the June 
'02 issue, XIII and Auto Modellista, and my 
question is, are these just pathetic attempts to 
show that cel-shaded games aren't just “kiddie?” 
Stephen Hall, Sk8tz2000@aol.com 
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> Nate SEXton (sex, heh), age 14 
Riu1082@msn.com 

Favorite Genres: RPG, FPS, Action- 
Adventure 

Favorite Games: Star Ocean: The 2nd 
Story, DDR, Tetris Attack, Zombies Ate 
My Neighbors, Trap Gunner, FF Tactics 
Quote: “Everyone seems to have a 
quote but те.” 


it 


RANDY Funny you should bring this up: I've 
been offered a considerable sum of cash to 
go cel-shaded next issue—should I take it? 
Joking aside, the current trend of cel (or 
ооп’) shading in games is yet another 
unexplained trend of the industry. 

Fact: to date, no cel-shaded game has 
really sold that well, yet there are more on 
the way than ever. The poor sales can be 
attributed to A) fundamentally weak games 
and B) the mainstream assumption that cel- 
shaded games are only for kids. However, 
some of the upcoming PS2 games using the 
technique don’t seem to do so just for the 
hell of it (Sly Cooper and Auto Modellista 
spring to mind) but with others (to remain 
unnamed) it’s nothing more than a gimmick 
to make up for a lack of unique gameplay. 
And just because something looks like a 
cartoon, that doesn’t automatically make it 
“kiddie”—take The Mark of Kri (reviewed 
this issue) for example. Yikes! 

In general: if the effect is done well, 
we're all for it—just don’t use it to cover up 
otherwise shoddy game design! 


I'm a big J-Rock fan and a while back noticed 
how much Tidus from Final Fantasy X looks a 
heck of a lot like Garish de Gackt, aka Camui 
Gackt, a huge Japanese rockstar. | figured that 
someone would catch this and never really 
submitted any inquiries on the topic. Months 
have gone by and | haven't seen anything about 
this other than a few tidbits on the web. | want to 
know for sure: did the creators of FFX really 
design Tidus after Gackt? Or am | just insane? 
BlueBuddhaGimp@cs.com 


x 





Е You're probably just insane. I think 
it's just some sort of strange coincidence 
that those two people/characters look the 
same. Normally, if a company bases a 
Character on a real person, they have to 
mention it somewhere. And l've seen no 


such mention in FFX. 





| was playing СТАЗ one day, and while | was in > 


Р Mathew Schramm, age 13 
ham_8@hotmail.com 

Favorite Genres: Action, Racing 
Favorite Games: Grand Theft Auto 3, 
Gran Turismo 3, Hot Shots Golf 3, NHL 
2002, Madden 2002 

Quote: “Football players may have 
cheerleaders, but hockey players take 
them home!” 





/R9g 





HARDCORE 
To Be Continued? 


Last year | picked up a game called 
Incredible Crisis. | played it, beat it, and loved 
it. It was one of the best games | have ever 
played. 1 have searched high and low in 
stores, on the internet, and in magazines for 
even a hint at a sequel, and nothing. | need 
to know if there is a sequel, if there's going 
to be a sequel (there has to be; it says "to 
be continued" at the end!) and if so, when 
will it come out, what will it be called, and 
what system it will be on? 
Spenser Hodge 
gfoovemaster24@halmail.com 





ERIC Рт with you, Spenser. I loved 
Incredible Crisis (Tondemo Crisis in 
Japan): it was short, but it was also 
brilliant; easily among the most 
creative and hilarious games I’ve ever 
played. Unfortunately, aside from the 
hint that you mentioned from the end 
of the game, no evidence of a sequel 
has ever surfaced, so it looks unlikely 
that one exists. Which, quite frankly, 
stinks. One can dream, though... 


АР АР АР A 


> Portland, | happened to drive by the Dog Food 
company. | heard a phone ringing, but never 
thought about what it could actually be. To my 
surprise, there was a pay phone outside his place. 
| picked it up and | had a secret mission called 
“The Crook’ Are there any other secret missions? 
Michael Rodriguez, 
хусіа_ 05QG yahoo.com 


CHRIS There are all sorts of secret 
missions, Michael. Many of them can be 
found by getting inside of out-of-the-way 
abandoned vehicles. Just remember to look 
everywhere and try everything! 





What is the worst game you have ever played? 
Andy Medved, 
Hakindude2 400 Gyahoo.com 


eah, deep down | know that school is more 
Y important than videogames. For example, | did learn 
something in science class about "half life" A half 
life is the time that it takes for an atom to disappear. In 
realality, an atom can not disappear. In my book though, 


videogames still come before school. 
Chuc, ChucI388Gaol.com 


) Well, Chuc, if І were you (and I’m glad "т 
not!), Га worry тоге about what “half-wit” means 
than what "half-life" means. You need to hit the 
books more and not just with your head. Just 
remember that if videogames still come before 


| have been going onto a site and people started arguing 
with me if Lloyd was the Divine Dragoon or not and | 
wanted to know if you could give any "solid proof; as they 
put it, that he is or that he is not. 

James R. Hays, піке 30055 1999@yshoo.com 


BILL I don't have any proof that Lloyd is the Divine 
Dragoon or not, but I know who does! The next time 
you're on-line, go talk to a 16 year-old girl named 
“Heather” She's actually a 45 year-old F.B.I. agent 
named Deke Torlinson. He should be able to tell you. 
After all, the F.B.I. knows everything, right? 


school in your seldom-read book, some time in the 
future in your “realality”, you're gonna be using the 


phrase “You want fries with that?” a lot. 


RANDY E.T. : The Extra Terrestrial on the 
Atari 2600 scarred me for life. 

CHRIS Dino Rikki for the NES — I had to 
play that one for work over Christmas. 
STEVE I'm thinking that virtually all of the 
Acclaim movie (Dragonheart) and comic 
book-based titles (Fantastic Four) released 
in, or around, 1997 are just plain terrible. 
They played badly and there was simply no 
original thought put into any of them. 
ERIE Some homebrew game from the back 
pages of Compute’s Gazette, which І typed 
into my old C-64 by hand. 1 can’t recall its 
name — | just remember slowly regaining 
consciousness after playing it for hours and 
hours, and I felt so cold ... 

BILL Fd probably have to say the “Game Of 
Life? I really blew the beginning part and 
even though I seem to be doing okay now, 
you just never know when or how it's going 
to end. Gee, hope I win... 





| am writing to express my absolute disagree- 


ment with Stephen Frost's answer to "Summer 

fun: in or out?" in the Start section of PSM #59. 
"Despite what others may say, having fun 

during the summer is a must. Turn off that 


console. Go outside" The only interpretation one 
can get from that is "consoles aren't fun" (or at 
least "consoles aren't that fun"). 

Coming from an editor, this is unacceptable. 
This is the kind of mediocre and pathetic thought 
that keeps gamers from being taken seriously. 

Stephen, if you enjoy going out more than 
playing videogames, just get your "I-want-to-be- 
normal" ass out of the otherwise good PSM and 
go sell ice cream in the street. 

Bruno Valenti, vrl street@yahoo.com 





Е Bruno, you are much too serious а 
person. Chill out! All | meant was that 
people shouldn't stay locked up in their 
houses, playing videogames all day long. 
You need to get out and enjoy nature a bit. 
There's nothing wrong with playing 
videogames, people just need to recognize 
that there's more to life. Don't get me 
wrong... І play a ton of videogames. 
However, I also manage to get off my ass 
and do something that's actually productive 
from time to time. Can you say the same? 





| am a true gamer, and have been for more than 
25 years. | have owned just about every > 


Have a question that requires a thoughtful, adult answer? 
Send an e-mail to bdonohue@imaginemedia.com, with 
“800-LB. Gorilla" in the Subject Line. 


CELEBRITY 
LETTER 


Dear PSM staff, you may - 
simply call me... “The 





beleaguered ve 





how much effort goes 


into putting together an 
ev il h rde of minions, 





lings, especially with the 
union, the 401k к 





a soon, we will 
have to go legit, and 





LINK-UP 


> Becki Dorffner, age 21 
Gaming. GoddessGwebtvnet 


Favorite Genres: RPGs, Simulations 
Favorite Games: FF series, DDR 
Quote: “Roll the dice to see if I’m 
getting drunk!” 


» Kenneth А. Azurin, age 17 
Triptronik69@aol.com 


Favorite Genres: RPG, Strategy RPG, 


Fighting, Racing 


Favorite Games: Final Fantasy VII, 
Final Fantasy Tactics, MGS, Dead or 


Alive Series, Gran Turismo Series 


Quote: "The one and only Ruken at 


the forum." 


» Steve Gallo, age 33 

Email: stetony@aol.com 

Favorite Genres: RPG, wrestling, 
action 

Favorite Games: the Final Fantasy 
games (esp FF7), Gauntlet Legends, 
Gauntlet Dark Legacy, Smackdown and 
Smackdown 2 

Quote: "Let's Rock!” 
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> David Reyes, age 15 

dreyes 19@yahoo.com 

Favorite Genres: RPG, Horror, 
Action/Adventure, Racing, Strategy 
Favorite Games: A// FFs, All Resident 
Evils, Gran Turismo 2 and 3, Ace 
Combat 4, MGS 2 

Quote: “Pride is lost once freedom is 
lost as well’ Ramza, FF Tactics 





" DUDES, С 
I STILL 
TOTALLY CAN'T 


“NINJAS! 


SCORE US THE 
HONEYZ! 


> system since before the Atari 2600. | don't 
have a mod chip, and | never intend to own one. 

Some people complain about the price of 
games, well, look at it this way: if you were to go 
out and personally hire someone to design and 
manufacture a videogame for your personal use, 
it would cost a hell of a lot more than what we 
are having to pay right now. 

| remember how much money we used to 
pour into the machines at the arcade, 
quarter after quarter, for a very brief 
(sometimes less than a minute, if you were 
bad enough) game experience. By the time 
you figured out the controls, you had spent 
all of your tokens! 

So, as | sit in the comfort of my home, 
playing my PS2, Gamecube, and Dreamcast, | 
am very content with the videogame market. | 
have no complaints about the pricing, packaging, 
etc. As far as | am concerned, all is well in the 
true videogamers’ world. 

Michele Aitken, chele 1961 @yshoo.com 


CHRIS Well said, Michele. Although 
games are actually a good value when 
you consider the effort and expense that 
go into developing one, it’s true that they 
are a bit pricey for the average Joe. But if 
you’re careful to pick the good ones, they 
should keep you entertained for quite 
some time. Maybe not everyone can 
afford as many games as they’d like, but 
that’s the price we have to pay for 
demanding such high-quality titles. 






2 2? SHINOBI, 
FASHION NINJA! 


T — OA MY, JUST * 
WHAT ARE YOU BOYS. 
THINKING? 









The PS2 needs some games based on books — 


For the PC they have a Wheel Of Time game, but 
they didn't do the greatest job on it. Maybe we 
could even see a game based on the best book 
of all time—the Kama Sutra. 

Sean Hall, victaryboogie hotmail.com 






RANDY Great idea, Sean. Hey, did you 
know that Crash Bandicoot was actually 
based on a Tom Clancy novel? Strange, but 
true. I'd suggest A Brief History of Time by 
Stephen Hawking—the first-person shooter 
genre would never be the same again. As 
for the Kama Sutra, one can never say. If 
you consider the increasing number of 
mature titles coming out on the PS2 in the 
near future, you can't really say how far 
things will eventually go. 


Why hasn't anyone come out with a virtual 
reality system for home use? 
Rob Tefl, rrrrob66@yahoo.com 


STEVE Well, the main reason that a 
consumer VR system hasn't been released 
is because the cost of the headsets, 
gloves and suits is still very high and 
there's no real demand for it. Nobody 
wants to strap on a bunch of equipment 
to walk around a virtual world, especially 
when you can basically do the same with 
a S50 game on your PS2. 






i I DON'T 
TAKE FASHION CRIME 
LIGHTLY, BOYS! 


YOU CAN'T 
“| BUST US, WE 
\ AIN'T DONE 

NOTHIN'! 


TECH TALK 


Where's the USB? When the PS2 launched, | was excited about it 
having USB and Firewire support (keyboard and mouse is where it’s at 
for first-person shooters). Now | hear that the SOCOM developers will 
not support USB Keyboard and Mouse because they say it would give 
some players an unfair advantage! So you plan to disable us instead 
with a controller? | will not buy a FPS for PS2 that does not support 
the way they are meant to be played, with a keyboard and mouse. 

їтп certain that Tribes 2 is going to be lots of fun trying to wrestle 
with the PS2 gamepad to issue orders and chat with other players. So 
far the USB ports have only been used by a handful of games. When 
will these important holes in our PS2s get the attention they deserve? 

Jason Diaz, Tripredicus@ix.netcom.com 





= While I also come from a PC FPS background, I seldom 

have problems using the DualShock 2 controller—that is, if the 
game was developed with it in mind. Console-based titles such 
as Medal of Honor, Time Splitters and Red Faction play beautifully 
on the PS2 and I often favor their control scheme over the 
standard Keyboard/Mouse combo. In most cases, though, PC 
ports do still support the K/M, but sometimes don’t list the 
feature in the manuals. As for Tribes, | actually liked how it con- 
trolled on PS2. It’s a different experience now and Sierra 
appears to be doing a good job of tailoring the Tribes gameplay 
for the console gamer. In fact, | can’t wait to play more of it. 

Moving on to your USB question, though, it seems that the 
USB ports will mostly only be used for plugging in occasional 
keyboards, mice and the GunCon 2. You'll also be able to use 
cameras and USB to ethernet adaptors for some future titles. 


» Harvie, age 12 
harvie_daking@hotmail.com 

Favorite Genres: Action, Adventure, 
Horror, RPG 

Favorite Games: Metal Gear Solid 2, 
Final Fantasy X, ONIMUSHA, Grand 
Theft Auto 3 

Quote: "What's Bin laden going to be 
for halloween? Dead!” 


» Cedric Preston , age 15 
ccaassnova@aol.com 

Favorite Genres: Action, Survival 
horror, RPG, Fighting 

Favorite Games: Max Payne, GTA 3, 


Lunar (all), Suikoden (all), Resident Evil, 
Metal Gear Solid 1, 2 

Quote: "| am the prince of all Saiyans 
once again " 
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»Law Roytman, age 14 
sk8er699669@aol.com 

Favorite Genres: Action/Adventure, 
RPG, First-person shooters, Platform 
Favorite Games: DMC, СТАЗ, SOE, 
MGS2, SSX Tricky, MR.Mosquito, Max 
Payne, all FF's, all Resident Evils 
Quote: “Whatcha gonna do, brother, 
when Haskelmania rolls over you?” 


» Eric Francese, age 15 
RazmatheShadow@aol.com 
Favorite Genres: Fighting, Shooting, 
RPGs, Racing, Music 

Favorite Games: Time Crisis series, 
FFVI, Gran Tourismo 3, Capcom 
Fighters 

Quote: “Homework can come later... 
ah, PlayStation!” (p.s. | love you Nina) 
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Every month we take a look at the coolest PlayStation 2 fan 
art from the hottest new talents. If you'd like to see your 
illustration printed here, send us a copy! (We'll take 
originals too, but we can't return them.) Address it to | 


. Or, even better, e-mail a hi-res version of the 
рїесе to us at Be sure to label the 
subject heading “Fan Art” Now get busy! :-) 


A That Rikku sure is an RPG cutie, well 
captured here by @ 


А. Man, we could fill an entire issue with the art that : 

has sent us. We're having to hold his amazing pieces back a few 

months just to give other artists a chance to shine. But hey, this stuff 

is so cool that we can't sit on it for long. This month's ^Eri ] 

Masterpiece" features three little-known characters from some А Artist J $ shows us 
small summer movie. Ever seen ‘em? O Batman doing his best gargoyle pose. 


» Brian Kinross, age 17 P-Bob Weldon, age 14 » Heath Bunch, age 19 > Luke Erickson, age 14 
crazy_vegeta138@hotmail.com Childofconfusion@aol.com folkensabre@aol.com Pukeskylark@yahoo.com 

Favorite Genres: RPG, Action, Horror, Favorite Genres: RPG, Strategy, Favorite Genres: RPG, Favorite Genres: RPG, 

Adventure Platform, Racing, Fighting, Shooters Action/Adventure Action/adventure, wrestling, strategy 
Favorite Games: Devil May Cry, Grand Favorite Games: MGS, Final Fantasy Favorite Games: Secret of Mana, Favorite Games: FF series, Lunars, BoF 
Theft Auto 3, Metal Gear Solid1&2, Series, Chrono Trigger, DOA2:Hardcore, Chrono Trigger MGS, GTA3 series, BloodOmen2, Suikodens 
Xenogears, and Final Fantasy 7-10 Devil May Cry Quote: “Lets put weird and weird Quote: “In America, first you get the 
Quote: “You should know the sword Quote: “One's will to live is greater if in together and make it even weirder"- sugar, then you get the power, then you 
doesn't make the man’ the sight of danger’ Urusei Yatsura get the women’ - Homer Simpson 
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Cec Ready for the Chea 
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ONE 

WILL. WAKE IT 
ONE 

WILL DESTROY IT. 


“Kazuki Akane directs the action 
sequences with panache” 
— Los Angeles Times 


m. 


“Romantic, riveting and 
handsomely animated” 
— Seattle Weekly 


BST 3 
Selection 
AFI Festival E 

n v 
Reel World 


“Fans of Japanese anime will be Film Festival 


 impressed...plenty of dramatic 
action, stunning imagery and an 


operatic score...” 
— Chicago Tribune 


« this fs beautifully animated epic 
is never dull...” 
— TV Guide Online 
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DISC 1: FEATURE DISC 3: MUSIC COMPACT DISC | 
‚ *Interactive Animated Menus e Original Motion Picture 
English & Japanese Language CD Soundtrack 








ec 

































є English Subtitles Optional 
\ ШЕ АС Score Audio Track ADDITIONAL FEATURES 
Hie * Realtime Overlapping Storyboards «20 Pages Memorial Booklet 
Tl * Dolby Digital 5.1 Audio e Special DVD Storage Case 
№ eDTS Audio (Japanese) 
* Bandai Entertainment Previews [ — $54.98 ] 







DISC 2: DVD EXTRAS 
e Production Art Gallery IPG -13] PARENTS STRONGLY CAUTIONED = 


Some Material May Be Inappropriate for Children Under 13 | @ 


* Premiere Event Interviews BONUS MATERIAL NOT RATED 
* Musical Performance by 

Maaya Sakamoto pdos ы) SE 
e Escaflowne Theatrical Poster Gallery E 
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nt 
a e Staff & Cast Interviews ‚ WIDE SCREEN &rneer: 07-23-2002 
ds * Anime Expo Premiere Footage 
D» e Theatrical Trailers {27 
n amazon.com SUNCOAST (уе) G 
n —PHát 8 We Know Movies * BUY MEGASTORE 
шши 
Escaflowne™ ©2000 Sunrise • Bandai Visual Licensed by Victor Entertainment, Inc., Japan BANDA! 
entertainment 


www.escamovie.com www.bandai-ent.com 
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GRAND THEFT AUTO: VICE CITY 


The biggest, baddest sequel of the year is set to be unveiled, 
and we'll have the very first screens and info! New features, 
vehicles, a new story and crime bosses—plus hush-hush 
secrets you won't believe! Get your butt back here in 30! 





WE TEST FINAL FANTASY ХІ ONLINE. 


You've seen plenty of screens, but next xt month you can read - 
how the final Japanese version plays when it's linked up to 
thousands of other PS2s. Will XI be the next big step in the 
evolution of the series, or a huge, disappointing disaster? 


WRITE THIS CAPTION! 






| like yours th 
th cool PS2 gc your entry t to 
psm@imagineme со. Wh ER Car ptio on #62” in the 

subject header (or send your entry to PSM Caption : ee, Im 
Imagine Media, Brisbane, СА 9400 
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Amy Nibbi Subse 
Mimi Hall News: 
Janet Amistoso 


ADVERTISING STAFF 
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Nate Hunt 
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Michelle Tore | B 
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PSM Customer Care 


0. Box 
Harlan, lowa 51593-0654 
1-800-477-0484 
For Subscription Problems Only! 
psmcustcare@email.cdsfulfillment.com 
http://service.imaginemedia.com/ 


| the winner oe our ha Caption 
| Contest (check out his winning 
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Audit Bureau 
of Circulations 
Member 


Imagine Media, Inc., 150 ныш Hill Dr., 
Brisbane, СА 94005 
(415) 468-4684 www.i ле: сот 








Chief Executive/Future » Greg Ingham 
President » Jonathan Bint 
Vice President/CFO » Tom Valentino 
Vice President/HR = Steve Leibman 

































GAR Al 0 IN P SM... | yawn. TR4 was just like numbers 2 and 3 
ГЕМЕ BER, 1999 | — more of the same old stuff (тап, we 


Tomb | Raider Reh urns... Again 


Here at PSM, we » try our hardest to 
remain completely unbiased, to view 
everything from the perspective of all 
you hardcore gamers out there. Back in 
September of 1999, we knew that what 
people wanted to read about more than 
anything was the new Tomb Raider, but... 





don't you think? 









really hope that the PS2 Tomb Raider 
turns that series around). Still though, 
this was one of our hottest Lara covers, 


Videogame action figures really 
started to blow up big that month, and 
we also had bits of new information for a 
mysterious new gaming system known 
only as "PlayStation 2” Ah, innocence! 


Vice President/Circulation + Holly Klingel 
General Counsel • Charles Schug 
VP/Editorial Director » Matt Firme 
Group Publishing Director Simon Whitcombe 


Media with passion 






The Future Network serves the information needs of 
groups of people who share a passion. We aim to satisfy 
their passion by creating magazines and websites that 
offer superb value for money, trustworthy information, | 
multiple ways to save time and money, and are a pleasure | 
to read or visit. This simple strategy has helped create one | 
of the fastest- -growing media companies in the world: we 
publish more than 100 magazines, 20 magazine websites 
and a number of web networks from offices in five 
countries. The company also licenses 42 magazines in 30 
countries.The Future Network is a public company quoted | 
| оп the London Stock Exchange (symbol: ЕМЕТ). | 
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ERE а Б FASTER AND MORE DEVASTATING 
g Visit www.esrb.org pa | | \ m 

or call 1-800-771-3772 I €. 1.71 1:70) MA m ANN ен n | D | 0 
ирт fOr more info. кл T ILIC 
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DOWNFOR ©2002 - TITUS SOFTWARE CORPORATION. Downforce, Titus and the Titus logo are registered trademarks of Titus Software Corporation. All rights reserved. Developed by Smartdog. Made with Karma Game 


Dynamics. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. All other trademarks and copyrights are the property of their respective owners. Game Boy Advance and the Game 
Boy Advance logo are trademarks of Nintendo. € 2001 Nintendo. Screens shown were taken from the PlayStation R 2 version of the video game. 
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Fully interactive and destructible enuironments— 
17 you cen shoot it, you can hit rt. 





: PlayStation. 2. В 


Violence 


CONTENT RATED BY 
SRB 








Supports 
Light-Eun 
Pariphorals 





PlayStation.e 


© 2001/2002 Empire Interactive Europe Ltd. Published by Empire Interactive, Inc. Licensed for play on the PlayStation 2 computer entertainment systems with the NTSC U/C designation only. 
"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. GUNCON™ & ©1996 NAMCO LTD. Ali rights reserved. GUNCON™2 & ©2000 NAMCO LTD. 
All rights reserved. The ratings icon is a trademark of the Interactive Digital Software Association. 






































i 














"t н os s [sug ne M ер" 
E п a “нин” E Н Н E нини" E = 




























Blood and Gore 
Violence 
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RLH Run Like Hell" © 2002 Interplay Entertainment Corp. All Rights Reserved. RLH Run Like Hell; the RLH logo, Digital Mayhem, the Digital Mayhem logo, Interplay, and the Interplay logo are trademarks of Interplay Entertainment 
Corp., All Rights Reserved. Licensed for play on the PlayStation®? computer entertainment systems with the NTSC U/C designation only. “PlayStation” and the "PS" Family logo are registered trademarks of 
Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks and trade names are the-property of their respective owners. 
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Your pulse pounds in your temples. 


Your crewmembers lie dead or 





dying around you. All you know for 
sure about the alien invaders is 
that you're neHt on their hit list. 


Time is running out. So is your life. 


akeover as an eHiled 
in an intense sci-fi. 





Struggle to outthink. outrun and 
outgun intelligent foes who learn 
from your behavior and adapt to it. 





NT OR BE HUNTE 





Get the feeling of living a movie— 
from the edge-of-your-seat tension 
to the voice talent of top actors. 


EIDOS INTERACTIVE PRESENTS © AN 10 INTERACTIVE PRODUCTION 








S T L LFN T ASSASSIN 


MATURE — .— September 2002 
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Strong Sexual Content 


CONTENT RATED BY Violence CD PlayS tatione 


©2002 IO Interactive. Hitman 2: Silent Assassin is a trademark of Eidos Interactive. Eidos, Eidos Interactive, and the Eidos Interactive logo are registered trademarks of Eidos Interactive, Inc. All rights reserved. IO Interactive and the IO Interactive logo are trademarks of IO Interactive. "PlayStation" and the "PS" 


Family logo are registered trademarks of Sony Computer Entertainment Inc. Microsoft, Xbox, and the Xbox Logos are either registered trademarks or trademarks of Microsoft Corporation in the United States and/or other countries and are used under license from Microsoft. The ratings icon is a registered 
trademark of the Interactive Digital Software Association. 
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People interested in helping out in any capacity, 
please visit US at retromags-com. 


No profit'isimaderfromithese'scans? ATCO offer anything 
ayailablekfrom е publishers themselves: 
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